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1942 The Pacific War, Journeyman Project, 


d Origin Profile Ultima 9, Wing Commander 3, 
Leisure; "Larry 6, Tom Landry Interview, 
» 5541794 34 2 Kingd f Germany, Legend of Kyrandia 2; 


The Blue & The Grey, Aces Over Europe; B-Wing 


WINNING ISN’T EVERYTHING. 
Bur, IT MORE FUN! 


A Whole New 
Dimension In 
Lo Entertainment 


The Multi-Player Games Network (MPG-NET) 


C STAR R -—-. | s 4 E Mis qe "sri g youn ecd Hei 
les Js sF oppy disk: on-line, real-time contact wi 
RUISE 2. #: R34 + another human mind. All you need is a 


2300AD: We've discovered star- 
drive, colonized hundreds of solar 
systems, and ticked off some very 
nasty aliens. They'll do anything to 
eliminate us. This is all-out war — 
a 3D multi-player campaign of split- : 
second action based on GDW's 
classic space combat game. 


modem, phone line, and computer. 


Interaction is the name of the game. 
Form strategies, share secrets, and solve 
puzzles with up to 100 players from around 
the world, twenty-four hours a day. New 
partners, friends, teammates, and 
opponents can log on every day of the year 
from over 600 cities in the United States and 
over 80 cities internationally. 

MPG-NET has active bulletin boards for 
public discussions and electronic mail for 
private messages. Public and private 
meeting halls provide you contact with other 
players to share tactics, questions, or run 
your own campaigns. You can even page or 
send messages to anyone you see on-line. 


Adventurers are the endangered 
species. Armed with enchanted 
weapons, psionic spells, and your 
wits, explore mysterious lands, 
find untold riches, solve intriguing 
puzzles, and destroy the mightiest 
of beasts. Team up with others 


and together, join the adventure. It costs less than you think. 


$4.00 per hour with no hidden cost. For 
the New York City area call and ask about 
our special discount rates. 


MARKET GARDIEN 


1944, Arnhem, Holland: Allied 
paratroop divisions attempt to 
seize bridges leading up to the 
Rhine, the last line of defense 
held by Axis forces. They almost 
succeed. MPG-NET brings you 
the on-line version of GDW's 
classic two-player game. 


Call 800-438-4263 for information or your 
start-up kit and 5 free hours— right away. 


MRG NEM 


800-GET-GAME 
800-438-4263 


Combining two great American 
loves: Railroads and Money! 
Capture the entrepreneurial spirit 
of America and build an empire. 
You can challenge up to five 
other players from around the 
world. Experience MPG-NET's 
on-line version of Mayfair Games’ ; 
award-winning board game. 
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WIZARDRY V, VI & VII 


Winner of over 15 International Awards 


WIZARDRY, the game that pioneered first-person perspective & defined computer role-playing for more than a decade. 
Now, the award-winning WIZARDRY V, VI & VII are available in 1 complete package, at 1 incredible price. Three best selling games, 
with over 500 hours of engaging, replayable adventure, come to you with a savings of 25% off individual suggested retail prices. 
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REDEFINING ROLE-PLAYING FOR AN ENTIRE INDUSTRY 

1993 ROLE-PLAYING GAME oF THE YEAR 
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1992 Fantasy Role-Playing Game of the Year 
PC Games 

1992 Role-Playing Game of the Year 
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BANE or THE Cosmic FORGE 
PAVING THE WAY FOR THE SYSTEMS OF THE FUTURE 
1991 Best Game of the Year 
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1991 Best Role-Playing Game of the Year 
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1991 Top Role-Playing Game, April 1991 
Computer Gaming World 


Tut LEGACY OF HEART OF THE MAELSTROM 
BREAKING AWAY FROM THE WIZARDRY SYSTEM OF THE PAST 


SIFI-CTECH 


Ogdensburg Business Center, P.O. Box 245 
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THE WIZARDRY TRILOGY 
Scenarios I, Il & Ill 
The original classics that set the trend in Available at a software retailer near you, or call: 
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EDITORIAL 


Starship, Star Reach, Zephyr, Nomad, to name a few? This isn’t the first time a genre interest has 

‘developed in such a wave — remember the Winter of the World War I Flight Simulator? the list of 
multitudes of CRPGs suddenly showing up with the word “Dark” in the title? the fad of third-person perspec- 
tive, first-person perspective, sub mania, World War II mania (not that all of these have faded by now)? 

The cynical among us (who are always partly right) would simply chalk it up to marketing ploys, or inevitable 
cloning of a successful idea (Sim City wanna-be’s, etc.). The more cheerful might suggest that such patterns 
represent a kind of “competitive collaboration” among developers, i.e. people hear around the grapevine that 
someone's doing something hot, try to get peeks and conversations and try to imagine what that is, come up 
with their own or related versions, try to beat the other guy to the punch. Veteran analysts of software history 
might look back and trace such developments to periodic resurgences of interest in genres attempted in previous 
generations of software design that were interesting and exciting at the time but now sorely in need of updating. 
The “Starflight was a classic in its time but what can we do now that we have 650MB of CD-ROM to work 
with and full speech capability?” approach. 

We'll have a fuller overview of this phenomenon that's present in virtually every area of the arts and entertain- 
ment in an upcoming issue, but suffice it to say here that we think when that kind of thing is going on in a par- 
ticular industry, on a regular basis, it’s evidence of the industry’s ongoing success and expansion. 

Fads — when they’re not purely calculated as marketing ploy — as they are in the movie and music industry 
at this point (witness the “I been outta circulation ever since the Republicans stepped into power but now I’m 
gonna put out the best album I’ve done in thirteen years since Bill Clinton’s been elected” wave currently sweep- 
ing the sixties generation of classic rock and folk musicians, for instance), er, where was I? oh yeah — fads 
reflect the activity of people creating in a context where they know and can anticipate their audience’s expecta- 
tions. Driven partly by the logic of “what to do next" within a genre or style, i.e. by the intrinsic logic of the 
evolution of design ideas; and partly by catching what's in the air in audience response, i.e. by the extrinsic pres- 
sure of players’ expectations, design teams, publishers, and game companies all respond dynamically and seem- 
ingly coherently in such waves only when there's real life in the process. 

When people start losing interest in a type of movie (“The Western,” for instance), it's no coincidence that 
suddenly the efforts to produce a new version of the type turn out invariably stale, or parodic, or cliché-ridden 
(they can only be cliché-ridden because all the previous works of that type have happened recently). When peo- 
ple start losing interest in a whole type of entertainment, the new efforts — even if conceived by the best minds 
in the biz — all end up falling almost inevitably flat on their faces. 

It's amazing how curiously driven by audience response such things can be. The popular fantasy of inspired 
minds working in some Ivory Tower somewhere in a vacuum to come up with works of genius just doesn't do 
justice to the complexity of the relationship between game-as-performance and player-as-audience. Given that, 
and given how ruthless audiences can be, it suddenly becomes clear how fragile "success" in such a context 
really is. It's hard to count on an audience; what played brilliantly the first time around is likely to arouse snores 
and sneers if repeated too soon and too often (unless said audience is under the age of six, of course). And con- 
comitantly, it's virtually impossible to do good work without a clear sense of the relationship to one’s audience. 

That relationship isn't something that marketeering can fake, either; all the effort in the world to tout some- 
thing as the Next Big Thing, or The Best in the World, will ring instantly hollow in the ears of an informed audi- 
ence whose own expectations, knowledge and understanding of what they like is well developed. And those 
attempting to create the illusion of a fad (the heart of much advertising) are only likely to succeed in areas where 
the interest they're simulating is one which has actually not been present in the potential audience yet. 

So it's a tricky balancing act; you wanna play to an audience whose tastes are complex, developed and subtle 
so you'll be able to imagine someone out there you're willing to take on a challenge and stretch for. Yet you 
know that such an audience is likely to be fickle, demanding, is likely to turn on a dime in its expectations and 
desires, is as likely to betray you as love you. Life is risk; risk more, get more and lose more. Let's see, as the 
new fads pop up, what succeeds, what fails, and why. I'll leave that up to you, our readers and you, our writers 
to explain... as usual. 


i1 why this proliferation of space games all of a sudden? Master of Orion, Command Adventures: 


Back at the front 

This issue marks the return of the strategy/wargaming column Command Post with John Beaderstadt giving 
the marching orders. With Command Post, we will endeavor to keep you informed on the latest news and 
upcoming titles in the genre. This month's report is a revealing interview with the design team at the Australian 
based Strategic Studies Group (SSG). 
— Steve Wartofsky, Editor 
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The sequel to the immensely popular Breach 2, Breach 3 puts you in 

command as Squad Leader of the Federated Worlds- 

% have what it takes to Command your marinesan — 

dangerous missions against destructive ( P 
enemy forces? a 


All new features in Breach 3 include a unique combination s 
of turn-based and real-time play; individual personalities 

for each marine; stunning 256-color VGA graphics; 

œ, tree-structured campaigns containing up to 511 

4 scenarios; support for all major sound cards; 


and modular terrain, 


> Objects and opponents. 


4 The fate of the 
Federated Worlds 
is in your hands.. 


Choose from exciting missions or use the Watch marines carry out your orders according Stop the graphically stunning combat at any time 
scenario builder to create your own! to their own unique personalities! Fd "n to change = orders! | 
p >p 
—— v 


© 1993 Impressions Software Inc. Willi sions Software, Inc. 222 Third Street. Suite 0234, Cambridge MA 02142" Screenshots may vary 
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N.. you see it. Now you don't. The land of Kyrandia is disappearing piece by piece 
and all the evidence points toward one perilous con- 


z wo £ idm 
clusion: a curse. Uv Thus begins The Hand of Fate, 


second in the Fables & Fiends series, where you are 
the offbeat, young mystic who must voyage to the center of the world to break 
the spell. Out of sync and out on foot, your aberrant journey reveals nothing 


is what it seems. Everything is what it 


isn’t. And you can count your friends on 


; wo pis 
one hand. Literally. v Conspiring to push 


AK 


the twisted edge of cinemagraphic entertainment, Westwood Studios has 


designed more puzzles and gameplay in the first few chapters of 


The Hand of Fate | than in alll of 


| we 
The Legend of Kyrandia: | U The most 
advanced graphics 
on the market are first pencil tested, then painted 
- -— ii 
reen to surrealistic perfection. Breakthrough 


on- 


Trulight technology illuminates each scene more cinemat- 


" * d r ý 2 á Me T 
ically for a fuller, fourth dimensional picture. V The new 


Shadow Sunlight 
State of Mind System, along with superior intuitive interfacing, enables you and 


over 50 characters to change your mind, mood and 


mayhem based on preceding events. U Don't just 


play with your mind. Change the way your mind plays. 


Grasp The Hand of Fate and kiss conventional logic goodbye. 


Westwood 


pecu 


dn 
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KISS CONVENTIONAL 


LOGIC GOODBYE 
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S.S.I. Picks Up 
the Graphical 
Gauntlet 


Long criticized for less than state-of- 
the-art graphics, Strategic Simulations 
Inc. (S.S.1.) plans on trading in their 
VGA canvas in favor of a more satisfy- 
ing SVGA one. In-house designer 
Norm Kroeger is lovingly laboring 
over his latest creation, Iron Fist (to 
be previewed in issue #40), which will 
recreate several armored actions from 
their introduction in World War I thru 
to the present day. Designer Martin 
Scholz (Clash of Steel) is likewise 
working on a new SVGA product (ten- 
tatively titled Overlord) which will 
focus on the western front of World 


War II from D-Day to the Battle of 


Berlin. Last, but certainly not least, 
Gary Grigsby is training his footsol- 
diers in World War II squad level tac- 
tics (unnamed as yet) which will cer- 
tainly draw comparison with 
Atomic/Avalon Hill's upcoming 
wargaming spectacle, Beyond Squad 
Leader. 

Wargaming won't be S.S./.’s only 
pursuit in 1994, New AD&D titles 
include The Genie's Curse (TGC) and 
Ravenloft: The Uninvited (RtU). 
TGC is an entry level RPG set in an 
exotic new world and will emphasize 
exploration, real-time combat and puz- 
zle-solving. RtU is a dungeon delving 
RPG set within a gothic horror setting. 
Together with their secretive Dark 
Legions project, $.5.7. looks to be a 
powerful player in 1994. 


SI is still leaving us in the dark 


it R 
í Tank Co is awaiting 


Iron Fisi : tanks alot 


] 
Hard Attack 1 

(a Soft Attack 
| Range 9 Move 


Tis the 
Winter of Our 
Discontent 


LegendEntertainment's Steve 
Meretzky (Spellcasting 201/301) is 
polishing up the punchlines to his lat- 
est lighthearted romp, Superhero 
League of Hoboken (SLH). A meld 
of CRPG and adventure game, SLH's 
setting is a post nuclear winter New 
Jersey (tobogganing off the Jersey 
Turnpike are we?) where a group of 
resurrected superheroes must take 
charge of the radioactive situation. 

Also in the works is a science fiction 
adventure based on the collaborative 
efforts of Margaret Weiss and Terry 
Hickman's Deathgate series. 
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Another Ball Four? 


Accolade acknowledged that they 
are hard at work resodding their base- 
ball diamond in preparation for the 
release of Hardball IV in the second 
quarter of 1994. Details are as sketchy 
as a rain delay resumption in August, 


but suffice it to say that the game will 
not be released on CD-ROM, rather, 
the venerable grandaddy of platforms, 
the PC floppy. Abner Doubleday 
would truly be proud of Accolade. 
Take your base! 


Shall the Geek 
Inherit the Earth? 


New World Computing is fast putting 
the finishing touches on their new 
adventure game series, fittingly named 
Inherit the Earth (ItE). Utilizing both 
a 3/4 orthogonal view and the familiar 


full screen 2-D view, ItE uses a point 
and click interface while the game will 
include an on-the-fly town and city edi- 
tor. Look for the new adventure some- 
time this Spring. 
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FIRST-EVER COMPREHENSIVE FLIGHT 


MODELING 


SOFTWARE 


FLIGHT SIMULATOR 


SUIUTTI 
Lira 
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CREATE YOUR OWN PLANES, 


D 


OBJECTS & BATTLEFIELDS 
— IN SUPER-VGA! 


Domark set the standard 
with SuPER-VGA HARRIER, the 
first-ever SVGA strategic flight 
simulator. Now, we're pushing 
that standard to new heights! 
FLIGHT SIMULATOR TOOLKIT, 


the first 3-D flight modeling 
software ever produced for your 
PC, is Domark’s second offer- 
ing in its ADVANCED SIM-SERIES™ 
state-of-the-art flight simula- 
tor product line. 


à 


te tan New Pores Dee re = 
a 


FST is revolutionary. It's 
powerful, sophisticated, and 
easy to use. Technophiles will 
appreciate the attention to 


detail — cockpits include mod- 


ern instrumentation, such as 
OBI, DME, and Glidescope — 
as well as the ability to build 
every detail of their sim world. 
In a hurry? Not interested 
in building every last plane, 


Screens shown: IBM 256-color SVGA displays. 


IBM PC/COMPATIBLES: Available November 1993 


Requires Windows™ 3.1 

Flight Simulator Toolkit ©1993 Domark Group Ltd. 
Published by Domark Software Ltd. 

Programmed by Simis Ltd. 

Graphics by the Kremlin. 


DOMARK 


1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 
Reader Service No. 25 


BEIC Im Sm C EE 
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me 


tree, truck, valley or skyscraper? 
No problem. Just check out the 
extensive library of clip-art 
imagery: aircraft, ground tar- 
gets, landscapes and objects. 
You'll be streaking through the 
heavens in no time! 


FLIGHT SIMULATOR TOOLKIT. 
YOUR AIRCRAFT. YOUR LANDSCAPES. 
Your missions — YOUR WORLD. 


™ 


DISTRIBUTED BY Visa/MC orders: 
oon call 24 hrs a day, 
7 days a week: 

'oloByte 1-800-695-GAME 


(orders only). 
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Snow-time Like the Present 


Radar Image Pro 


"RADAR COLOR CODE" 


Meee Rain _ 
Moderate Rain 

3 Rain . ie 
Thunder & Lightning 
Strong Storm Cells 
Intense & Dangerous 
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Flight Simulator 5.0 add-on publish- 
er Mallard Software has done it again. 
Their newest product, Real Weather 
Pilot (RWP), allows simulator pilots “to 
experience current weather conditions at 
almost any U.S. airport or to fly through 
specified or computer generated weather 
conditions." 

In practice, players dial into the 
DUATS weather reporting system in 


072771993 


Press ANY Key to Quit 


order to download essential data to their 
PC’s. This updated information recon- 
figures FS 5.0 to reflect the actual 
weather conditions occuring throughout 
the nation. 

FS5.0 enhancments aren't the only 
projects underway at the Mallard 
Software hangar. Currently being de- 
iced is a program that will link 
Microsoft's FSS.0 with Maxis Sim 


24 RADAR. 002 


<C)1993 TekMate 


City 2000. The idea will allow flight 
sim users to fly through the very cities 
they create. Presumably, such an 
undertaking would necessitate a high 
end 486 machine considering the 
amount of land detail Sim City 2000 
generates in conjunction with FS5’s 
flight model. Strike Commander 
ought to pale in comparison to this 
endeavor. 


More Guns, Less Butter 


Wargamers will certainly have a grand 
time choosing from the many titles soon 
to be made available. Jim Degoey, presi- 
dent of the new Virginia-based, wargam- 
ing house, Arsenal Publishing Inc. 
(A.P.L), has a marketing plan that 
includes the publishing of no less than 
eleven games and fourteen strategy 
guides over the coming three years. 

The first game, entitled Tac Ops, will 
be non-hexed based and will encompass 
modern era land combat at the squad/pla- 
toon level. Turns will occur at 30 second 
intervals since the overall scenario length 
will only run to one hour at best. 
Designed by Major I. H. Holdridge, the 
game will feature solo, head-to-head, e- 
mail and modem play between U.S. 
Marines and Soviet forces through 1995. 
Additional scenarios will include World 
War II, Korea, and the Middle East. 
Although initially available for the Mac, 
PC conversions will soon follow. 

Further, Three-Sixty Pacific and Atomic 
Games literally lost their riding ‘Reins’ 


12 


when Ed Reins decided to join A.P... Ed 
is now hard at work producing European 
Theatre of Operations, whose overall 
focus is the complete treatment of World 
War II done at the operational level. The 
first game, tentatively titled D-Day 1944, 
(SVGA graphics) is set at the divisional 
level and will cover the western front of 
WWII from the D-Day landings to the 
infamous Market Garden operation. 

As if the World War II and hypotheti- 
cal scenarios aren't enough, 4.P./. will 
also be producing a Civil War series done 
at the regimental level. Choice of battles 
has not been decided as yet however the 
key design element in the game will be 
that it is multi-player configurable. 

Books are of equal importance to 
A.P.I. and the first novellas will cover V 
for Victory: Utah Beach 2.0, the V for 
Victory Data Annex (covering the 
remaining three V for Victory titles), 
and Weapons Free, which will focus on 
all of the modern naval games currently 
available. 


The X-men 
Cometh? 


Tetragon Incorporated, a spin-off 
from font-editing and graphics software 
leader Altsys Corporation (makers of 
the ever-popular Fontographer), 
announced two new titles for the 3DO 
Interactive Multiplayer system. 
Tetragon’s titles will be tailored toward 
the twenty-thirty something year olds 
commonly referred to as Generation X. 


Virgin Territory 


Horror adventure gaming (Seventh 
Guest, 11th Hour) isn’t the only terri- 
tory that Virgin has embarked upon. 
New introductions for 1994 will include 
a part strategy, part simulation game 
entitled H.A.W.C. (Helicopter Airborne 
Water Command), and a World War II 
flight simulator dubbed D-Day. Virgin 
also has plans to release a stylized 
comic book adventure called Beneath a 
Steel Sky. 
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“The first time we 
actually experienced fear 
= *9" 5 from watching a computer 


neo-gothie thriller. gam e p ro du ct. 2 39 
-Computer Gaming World 


An all-new, patented lip-synching 
technology breathes life into 


characters. 


Stunning “graphic novel” 
illustrations will haunt your 
dreams. 


Only You Can Stop 
the Nightmare. 


G A B R I S L 


Sound effects, a digitized musical 
score and an international cast 

heighten the unsettling realism of 

the visual imagery. 
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#3 SIERRA’ 


Nightmare sequences create a 


LNE atmosphere. See your local retailer or call: 1 (800) 757-7707 
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The version previewed had only a few missions available so 
readers should note that a full preview, accessing all of the 
game's features, was not possible. The game could be com- 
mented on since the game did contain much of the design ele- 
ments that will be found in the finished version. 


rigin, long known for their Ultima and Wing 
Oe series of games have, until recently, 

shunned the historically based flight simulator 
segment of the entertainment marketplace. Preferring to lit- 
erally leave the driving (or should I say flying) to others, 
Origin has only recently tossed their scarf and flying gog- 
gles onto the simulation choked runway. 

Their first endeavor, Strike Commander (SC), was a some- 

what mixed blessing that pushed the graphical edge of a typi- 


clipsed 


A Preview of Origin’s 


cal PC to it’s very limit. Unfortunately, this newfound artsy 
game has come at a steep price, since the necessary computer- 
ized horsepower to run SC was at least a high end 486 
machine. To draw and redraw each impressively landscaped 
scene at a decent frame rate was giving the best of us joystick 
jocks the heebie-jeebies. Origin had an interesting problem. 

Pacific Strike (PS), Origin ’s latest endeavor, utilizes that 
very same game engine yet recycles a possible candidate for 
the glue factory and molds it into a racehorse. Here now, the 
latest from Origin 's barnstorming stall. As John Wayne 
might bark, “Saddle up, mister! We're heading in." 


A Dauntless Undertaking 

‘Rosie the Riveter’ has been hard at work insuring that the 
seven most commonly seen American aircraft types have 
been included in PS. Running the gamut of the typical 
Tokyo and Detroit production lines the aircraft are as varied 
as the fish in the warm tropical waters below. The 
Americans, though, initially start with just a bare bones aeri- 
al inventory that includes the TBD Devastater torpedo plane, 
the SBD Dauntless dive bomber, and the Wildcat fighter 
plane. As the war progresses, better aircraft are available 
like the Corsair and Bearcat dependent upon their historical 
time of introduction. Further, ten campaigns are included 
which begin with the attack on Pearl Harbor and proceed up 
to and including the bombing over Japan. 


Getting Pacific 
Somewhere Over the Vast Specific 

Much like SC, much of the graphics in PS will be ren- 
dered with texture mapping and gouraud shading. The hand 
drawn aircraft and ships are realistically depicted with true- 
to-life aviation markings handsomely showing off the lavish 
detail Origin has afforded PS. 

Great effort was made to make the game as authentic as 
possible given the WWII backdrop. Cockpits are modeled 
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at First Light 


Pacific Strike by Marc Dultz 


closely upon their real life flying cousins and the detail 
shows right down to the inclusion of a visible pilot at the 
yoke. “All of the gauges in the cockpit work”, claims Eric 
Hyman, the game’s producer, “and one of the nice features 
is that when you pan (like in Falcon’s padlock view) all of 
the dials continue to work”. 

The game is essentially campaign based which results in 
the exclusion of individually tailored scoreable missions 
commonly found in other flight sims. Resource manage- 
ment, much like in Falcon 3.0, has also been incorporated 
into the game. Pre-mission planning involves not only the 
use of rendezvous points but deciding upon which types of 
aircraft will be sent on each mission as well as the appor- 
tionment of ordnance to each aircraft. 

Multiple zoom modes have also been added and come in 
especially useful when lining up enemy planes and ships in 
one’s gunsights. Another interesting feature is the inclusion 
of a full screen gunsight view while the cockpit instrumenta- 
tion is turned off. Again, this view can be zoom toggled for 
more precise firing. Ships will list or capsize when fatally 
struck and sink to Davey Jones’ locker instead of being rele- 
gated into floating jetsam (or is it jetting floatsam?). 

Two flight models are available utilizing either realistic or 
easy flight dynamics, thereby insuring that armchair pilots 
who’ve graduated from both schools of thought have been 
properly provided for. Up to six wingman can fly along with 
the character pilot turning dogfights or ‘furballs’ into 
intensely action packed free-for-alls. 

As one might come to expect of an Origin release, the 
game’s soundtracks are as rich and melodic as any in the 
industry. Each soundtrack is ‘mission S-Pacific’ so themes 
entailing a ground strike, for instance, differ greatly with 
that of a CAP mission. 

Mid range 486 machines will be able to run the game 
since they will be able to alter the ocean and sky levels of 
detail to improve upon the game’s performance. In conjunc- 


tion with the use of a simple ocean backdrop, the game 
should easily outshine SC. Together with the removal of 
SC’s haze effect (less air pollution in the forties?) PS should 
run a lot more cleanly than it’s predeccesor. 


Approaching Infinity 

Outcomes in each mission, both positive or negative, 
affect the overall course of the war. Hyman discusses the 
repercussions of failing to complete the missions successful- 
ly. “If you go to the Coral Sea and you don’t sink the small 
Japanese carrier that we sank historically, when you go to 
Midway, that particular carrier will be there and make the 
overall mission that much harder to complete”. 

Following this thinking, then, means that the game may 
not play out exactly as the history books have recorded the 
war. The Americans may be faced with high altitude inter- 
ceptors over the Japanese home islands, for instance, that 
may therefore be able to shoot down the B-29 Superfortress 
‘Enola Gay’ before it can drop the city-torching atomic 
bomb. As fighter pilot, the gamer will then have to success- 
fully escort the B-29 over Hirsoshima or risk the war’s pro- 
longation. This anti-climactic turn of events is tantamount to 
overall failure in the game. 

Conversely, if the player is doing well in the game, then 
events as they unfolded historically will occur ahead of time. 
It then becomes possible to invade Okinawa sometime in 
late 1944 and then launch a super secret raid over the Tokyo 
tinderbox to kill the hardline ruling clique. With the heads of 
the government dead, the Japanese will quickly sue for an 
early peace. 

Each of the mini-campaigns generally contain four individ- 
ual set piece battles. At Midway for example, the first battle 
entails flying combat air patrol, or CAP, when the Japanese 
bombers rumble in, while the second conflict involves the 
American strike on the Japanese carrier fleet. The third battle’s 
backdrop is the counterstrike by the Japanese on the American 
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carriers while the fourth focuses upon the second American 
strike on the remaining IJN carriers. 


Heroes All? 

Although the player starts the game as a basic lieutenant 
j-g-, promotions are doled out based upon one’s relative suc- 
cess in battle. With this rise in rank comes greater flexibility 
and a greater degree of control over the overall progress of the 
war. “As your rank goes higher”, Hyman indicates, “instead of 
being briefed by the commander you will actually get to plan 
them (the missions) yourself’. This twist on the mission plan- 
ning element should lend itself well to the subject matter. As 
an example, the player may find himself initially assigned to a 
slow TBD Devastater squadron at the Battle of Midway where 
only one crewman survived the attack. If the player is success- 
ful in the missions leading up to that campaign, he may avoid 
almost certain catastrophe by perhaps being reassigned instead 
to the role of fighter escort. Rewriting history, although some- 
what questionable, tends to provide a fresh perspective on the 
war much like a ‘what-if’ variant. 

Like the aircraft types, individual characters are just as var- 
ied and run the gamut from brave Pappy Boyingtons to a par- 
ticularly nasty fend-for-yourself wingman appropriately named 
‘Pancake’. The game starts out at Pearl with the player and his 
wingman Jester, having just been transferred from a backwater 
base, instantly taking off against the marauding Zeroes. 

As in the Commander tradition, other pilots and desk 
jockeys will indicate to the player-pilot how other non-par- 
ticipatory theatres of action are progressing, some important 
dogfighting techniques relative to both sides aircraft and 
how one’s own taskforce is doing within the context of the 
campaign. Like the bartender ‘Shotglass’ in WC, a cook will 
be present who provides more than grub, if ya know what I 
mean. Likewise an aircraft armorer is present to inform the 
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pilot of any upgrades in weaponry, such as self-sealing fuel 
tanks or better torpedoes than the unreliable Mark 13. 

Most importantly for Origin, PS serves as a reacquain- 
tance with their somewhat jaded, post-Strike Commander 
fans over the issue of the character-based, story-branching 
Commander series. While SC may have stumbled a bit by 
requiring machines on the order of a Cray to get the puppy 
to “fly”, PS is less demanding yet every bit as enjoyable to 
behold. Considering that the action is up close and personal 
due to the very limits of the aircraft and combat portrayed, 
Origin may be on the verge of quickly righting an uncom- 
fortable wrong. Evidently more than the haze was cleared 
away when this newly oiled gaming engine sputtered to life. 
I’m impressed. Well, guess it's time to hurl myself back into 
the cockpit and have another go swimming out of the drink. 

Switch on, ignition...contact! What's that Steve? Wrong 
war for that....er, uh, sorry. Target lock! Guns, guns guns!!! 
Better? Steve?0 


Notes 

Although initially available on floppy disk, PS will 
eventually be ‘struck’ on CD. The upgraded version 
will provide for a VCR playback mode and, among 
other things, the ability to fly with the pilots from the 
‘land of the rising sun’. An add-on disk is also 
planned that will either provide for a hypothetical 
1946 extension of the war or perhaps follow a differ- 
ent branch of the U.S. armed forces. Dependent upon 
PS’s overall acceptance by their public, Origin will 
most probably transplant the game engine to the strug- 
gle over Europe. Perhaps it'll be dubbed Pilot’s 
Strike? 
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SURROUNDED BY ANTI-AIRCRAFT. 


HUNTED BY SAMS. EVEN MACH 2 ISN'T 
FAST ENOUGH. IT’S A STORY CAPTAIN 
DEAN PENNINGTON DIDN’T THINK HED 


LIVE TO TELL. WOULD YOU? 


A TRUE STORY 

Kuwait, May 23, 1991. Captain 
Dean “D-Dawg” Pennington dives 
to take out an Iraqi 85mm gun 
emplacement below. “Flares, break 
left!” his wingman screams. He 
wrenches the stick just as a SAM 
explodes 10 feet behind his F-16. 
Anti-aircraft batteries now open up 
all around, engulfing him. Too low to 
avoid the anti-aircraft, too slow to 
evade another SAM, he’s faced with 
a hopeless choice and less than a 
quarter of a second to make it. 
Lighting afterburners, he rockets to 
safety before they can lock on again. 


THE STANDARD BY 
WHICH OTHER FIGHTERS 
ARE JUDGED 


Captain Pennington survived 
on skill, nerve and the awesome 
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capabilities of the F-16 Fighting 
Falcon. Nothing, aside from a true 
F6, captures the “hair-on-fire” feel- 
ing of flying America’s most deadly 
fighter like Falcon? 30, Spectrum 
HoloBytes computer simulation. 


A HIGHER LEVEL OF FLIGHT 
Unlike some sims, which more 
closely simulate the arcade expe- 
rience than the flying one, Falcon 
3.0 features a depth of play 

* 4 that almost rivals real 
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life. Like real pilots, you'll fly 
with a wingman, allowing you 
spectrum tO engage in 
| | bs J aerial tactics 
“2 like bracket 


HOLOBYTE 


With Falcon 
30, up to siz 
players can 
go mano a 
mano, May the 
best man win. 


maneuvers. 
Instead of enemies who fly in 
circles, Falcon 3.0 adversaries fly 
according to true fighter doctrine 
so they’re no pushovers. And 
Kuwait looks like Kuwait since 
real geographic theaters are 
faithfully mapped. 


NOT JUST A SIMULATION 
OF A WARPLANE 
A SIMULATION OF WAR 


Falcon 3.0 lets you fight as part 
of an entire campaign. The mis- 
sions you fly play a crucial role in 
your sides success. But they're not 
hard-wired. Each result affects the 
overall war effort—and determines 


your next mission. Succeed 
ou ~The 


For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 
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and go on to hit the enemy in his 
own backyard. Fail and find the bad 
guys breathing down your neck. 
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THE ELECTRONIC 
BATTLEFIELD SERIES: 
THE ULTIMATE 
CYBER-BATTLEFIELD 

Choose from multiple aircraft, 
multiple theaters, even which 
side of the conflict to fight on. 


Go head-to-head over a modem or 
with up to six players over a net- 
work. It's possible because each 
Electronic Battlefield Series 
title works with the others, from 
MiG-29* to the upcoming F/A-18 
simulation. There's even a multi- 


media guide to air-to-air combat 
called Art of the Kill" to help you 
fly like an ace. It all starts with 
Falcon 3.0. 

The simulation for people who 
want to fly the not-so-friendly 
skies. 
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Al The Hand of Fate (HOF), which is part of 
J^ * the Fables and Fiends series, is the second 
adventure game from Westwood Studios. 
The graphics, as one would expect, are first 
rate and add immeasurably to the fun of 
playing this game. Once again, as in their 
first adventure game, Legend of Kyrandia, 
the setting is Kyrandia. Brandon, the wise- 
cracking hero of the first game, is now on the throne, so 
Westwood chosen to Zanthia to be the heroine of this game. 
Anyone who played the first game will remember Zanthia as the 
mystic to whom Brandon turned to for tutelage during the potion 
making portion of the game. Now Zanthia is back in a game of 
her own with a mission to save Kyrandia and to learn what is 
really making everything disappear. 

Marko and his new valet, The Hand, have been admitted to the 
council of the Kyrandian mystics. The Hand is experienced in 
these matters and as a result of his knowledge, the council of all 
the mystics has determined that the only way to save the king- 
dom is to retrieve a magic anchor stone from the center of the 
world. Our intrepid heroine, who is the youngest of the mystics, 
has been chosen to fulfill this undertaking. So it's off for puzzles 
and jokes and getting around in all sorts of ways to save 
Kyrandia and retrieve the magic anchor stone from the center of 
the earth. 

Unfortunately when Zanthia returns home to start packing for 
her journey to the center of the earth, she find that her house has 
been ransacked and all her potion ingredients stolen. Even her 
spell book and cauldron are gone. All that is left beside her bro- 
ken glassware are some blueberries and a flask of water under the 
rug. When she goes to take the ferry boat to the misty mountains 
she finds herself unable to do so unless she can find some gold to 
pay for the passage. Consequently Zanthia will begin journeying 
throughout Kyrandia to find some gold for her passage. In the 
course of her travels she will find her camping cauldron and stu- 
dent’s primer of spell-making. Now to find ingredients for all the 
spells! 

For those of you who have played the first game in 
Westwood's Fables and Fiends series, the same interface is used. 
It is one of the easiest and most intuitive if interfaces for gamers. 
Everything is done with the Left Mouse Button. For example if 
the player moves the cursor to the edges of the screen, there will 
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be a white arrow will point in that direction if Zanthia can go 
there and the international stop sign, a red circle with a line 
through it, if she can't. To pick up an object the player merely has 
to click on the item and it is instantly transferred to his inventory. 
Just click on the object in your inventory with the left mouse but- 
ton and then click again on the object to use it on, and presto it is 
used correctly if it can be used. Nothing could be simpler than 
this interface. 

Of course the graphics are absolutely stunning! Westwood in 
my opinion has the best graphics in the industry. And by using 
the VGA 320x200x256 color mode they ensure that all gamers 
will not have the compatibility problems that are plaguing a rare 
few of those games that are being turned out in SVGA 
640x480x256. Consequently someone buying this game is not 
going to have to worry whether it will work with the video card 
on his specific machine. And the level of detail and shading in 
each screen is outstanding. No blurriness here! But crisp clear 
images with a great deal of detail in each screen. 

Westwood has learned a great deal from user comments and 
reviews of their first adventure game in their Fable and Fiends 
series: Legend of Kyrandia. There are no more of those “brute 
force" puzzles such as the birth stone puzzle which required 
players to save, try a stone, and restore if it doesn't work. Also no 
infamous maze like the fireberry maze in the first game. It's nice 
to see that a company learns from criticism — it almost seems 
that some companies learn very little from reviews and players. 

One nice feature of this game is that it is subdivided into chap- 
ters or units in which the player must complete the tasks in a unit 
to progress to the next unit. The subdivision are clearly marked 
by the fact that Zanthia will lose all the ingredients out of her 
backpack when she goes to the next chapter. As an example, 
when she gets a ride on a dragon-fly to Misty Mountain Isles she 
will fall off the dragon into a hay stack and with the exception of 
her student's spell book and camping cauldron, the rest of the 
backpack will then be empty. No more problems with wonder- 
ing what items to keep, or for matter finding out the end of the 
game that an item from the first part of the game is needed! But 
adventurers should not worry, since all the stuff needed to com- 
plete a chapter is found in the various screens for that chapter. No 
more will adventurers find themselves at the end of the game 
only to be missing an item found at the beginning of the game. In 
this game the player cannot progress to the next unit, until he or 
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she have successfully completed the current unit. I think 
Westwood is to be applauded for this design concept. I would 
hate to tell readers of how many games from another company 
known for its adventure games, that I have had to restart from the 
beginning when I discovered at the end of the game that item to 
be found in an earlier part of the game was needed! 

This is a much bigger game than Westwood 's first adventure 
game and there are a large number of chapters. Each new loca- 
tion requires a change of wardrobe to show-off what the well- 
dressed mystic is wearing these days.The first unit takes place in 
Kyrandia itself; the second is set in the of the Misty Isles. But 
Zanthis will also be travelling to the islands of Volcania, down to 
the lava caverns where the magic anchor is located and then to a 
mountain top and an enchanted forest, until finally she confronts 
the Wheels of Fate. 

The puzzles are all of varying difficulty levels. Like all adven- 
ture games you must be sure to "pick up everything in sight." 

Locating ingredients for spells is one facet of each unit, but 
the game is more than just picking-up neat things. It has some 
fiendishly clever word puzzles and plays on words which will 
make adventure gamers put on their thinking caps. There will 
be clues and hints for some of the puzzles in the witty repartee 
and dialogue which Zanthia has both with herself and with 
other animals and people. True to the adventure game format, 
you will be picking up a few red-herrings, but the neat idea of 
starting with all open inventory slots at the beginning of each 
chapter will spare players the agony of deciding what to drop 
from the backpack. But lest I should be giving you the impres- 
sion that this game is easy — not so. While the puzzles do start 
out fairly easily, they get harder and harder as you go along 
and the solutions will have you beating your head against a 
wall to think of them. The final game puzzle is an inverted 
Towers of Hanoi, the most difficult and longest puzzle in the 
game. 

The game shows a loving attention to detail and animation. On 
every screen some animation taking place. Even the fixed-screen 
items — such as the cauldron — have animation in them. Just 
watch the cauldron for a bit and you will see a lizard's tail swish- 
ing around; another time a little boat will sail across, or some 
eyes will be looking at you. These nice touches make even those 
screens where you have to go back to for a second or third time 
fun to see again. I was always finding new animations that I had 
missed in earlier visits to the area. 

The music is truly delightful. It changes with almost every 
screen so that the player will never get bored hearing the same 
tunes all the time he is playing a game. This was one of the few 
games where I did not feel an urge to turn the sound off. 

One of the nice aspects of HOF is that it is a game for the 
whole family to enjoy and play together. Even the youngest 
adventurer will have success in finding items by just clicking 
around on the screen. Mom and Dad can give a helping hand for 
the tougher puzzles. It is a refreshing change to see games the 
whole family can enjoy together. So many games are geared for 
advanced or older players, leaving younger family members out 
in the cold while the “big kids" play the games. The varying dif- 
ficulty level of the puzzles mean that even younger members of 
the family will feel as if they participated in winning the game. 
My biggest disappointment in this game was the introduction. 
After the great intro to Lands of Lore, I had hopes for something 
similar, but I was disappointed. Not that the introduction was 
bad, it wasn't, but it was not up to the standards of Lands of 
Lore, which ranks as one of the best of any game. Also the voice 
narrations which accompanied the introduction were a bit too 
monotonous for my taste. 

Ithink one of the things that I have liked about all of 
Westwood's games to date is that they are fun. I play so many 
games and some I find that I can't wait to finish them, or they 
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are so "buggy" that it is a chore to sit down and play them. I 
have never felt that way about a Westwood game and once 
again I am having fun playing a game. I think that is the best 
thing I can say about this game is that it is fun — for the 
whole family! 

The ending is quite clever — Are there perhaps wedding bells 
in store for Zanthia? And yes you should sit through all the cred- 
its instead of leaving so you can find out what happened to some 
ofthe characters while Zanthia was saving Kyrandia. But I also 
sense that Kyrandia's evil nemesis, Malcom, will be staging a 
comeback for Fables and Fiends M.O 
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The version previewed had only two missions available (both 
from the American vantage point) so readers should note that 
a full preview, accessing all of the game's features, was not 
possible. The game could be commented on since the game did 
contain much of the design elements that will be found in the 
finished version. 


and defend their national interests by enlisting the aid 

of millions of their draft age young men and women. A 
small fraction of these eager volunteers ended up serving in the 
air forces of either side. These warriors dueled to the death 
within an airborne arena that stretched over several hundred 
thousand square miles of the South Pacific . Many soon real- 
ized that aircraft served not only as agents of death but as 
tombstones which marked watery graves. 

MicroProse’s 1942 The Pacific War(TPW) seeks to recre- 
ate much of the tempest and fury that surrounded these deadly 
aerial encounters. Together with an air-to-sea and air-to- 
ground combat component, TPW simulates all of the color and 
flavor of the WWII period, much like its sister seafaring simu- 
lation, Taskforce ‘42. So sit back, put your feet up, and leave 
the flying to us. Pack a light snack as no in-flight service is 
available on this flight. 


N early fifty two years ago, two nations sought to protect 


Blasts from the Past 

Much of the action that took place in the South Pacific during 
WWII revolved around individual actions rather than a continu- 
ing interlocked series of events. These actions or mini-cam- 
paigns will be the focal points of TPW. AII told, TPW will 
cover the five major campaigns whose eventual outcomes were 
always seriously in doubt. Included in the game are the battles 
of The Coral Sea, Midway, Santa Cruz, The Eastern Solomons 
and The Phillipines Sea (a.k.a. ‘The Marianas Turkey Shoot’). 

While choice of sides will initially be limited to flying with 
the air forces of either the Imperial Japanese Navy (IJN) or the 
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U.S. Navy, further expansion disks will incorporate other air 
arms for both sides. The first of these service related add-ons 
will be Air Combat: Pacific ‘42 - The Army Air Corps 
which is scheduled for late 1994. 


When Valor Beckons 

As is the current trend in air combat simulations, fly-boys 
have the opportunity to jump into their favorite cockpits in one 
of three fashions. Players can fly several types of historically 
correct individual missions, ranging from fighter sweeps to 
bombing runs, and from ground attacks to naval strikes. 

Alternatively, players have the choice of enlisting in tours of 
duty or duking it out with the enemy within the context of one 
of the aforementioned, four day campaigns. While the former 
follows the career path of a Junior Grade Lieutenant (points 
and sometimes promotions are earned with victory) from 1942 
onwards, the latter focuses upon the individual actions, some- 
times lasting up to four days, that surrounded the typical cam- 
paign. 

Career paths encompass the linking of several mini-cam- 
paigns and individual missions such that a greater goal is even- 
tually achieved. Once completed, sim pilots get to compare 
their results against the actual records of combat pilots to see 
how they fared against their real life counterparts. 

Pilots captured or killed in action will have the ability to res- 
urrect themselves but do so at a steep point loss. Unlike other 
more forgiving games, this penalty, if you will, insures that 
promotion and advancement will not be achieved at a cheap 
price. Once a tour of duty has been completed, players may opt 
to return stateside as flight instructors (retirement) or risk it all 
on a second tour. 


Altered Slates 

As is commonplace among most sims, TPW incorporates an 
adjustable slate that allows players to toggle thru the various 
difficulty and detail settings. Among the difficulty levels, sev- 
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eral choices are available ranging from pilot blackouts and 
mid-air collisions to enemy pilot skills and the ability of ships 
to take evasive actions. 1 ast nuance allows ships to turn 
into or away from incoming torpedo or dive bombing runs thus 
rendering attacks that much more difficult. 

MicroProse has been much maligned of late, for falling off 
the of the graphical envelope. This is anything but the 
case in TPW as the game incorporates much of what is consid- 
ered state-of-the-art into its total design. TPW makes use of 
texture mapped and gouraud shaded planes and land, while 
applying texture mapped brushstrokes to the sea and sky. Ships 
are rendered in high-detail 3-D while the cockpits are rendered 
in beautiful texture mapped fashion. 

All of these detail levels can be switched on or off depend- 
ing upon one's preference for game speed over graphics. 
Cranked up to the maximum on a 386DX-40, I found the level 
of detail to be extraordinary. Ships proffer trailing wakes, the 
ocean teems with rolling cerulean waves, and the sky has 
turned a brilliant mixture of azure, turquoise and indigo. Of 
more importance, game speed doesn’t seem to be noticeably 
affected by all the detail enhancements. My Corsair still went 
down in flames, only more colorfully, however. 

Not only are the aircraft and ships depicted with loving care 
but so too are the scenery. Freshly built airfields will be dis- 
played as supply tents and temporary dwellings while older, 
more established airfields will be denoted by more stable 
structures and stronger anti-aircraft batteries. Unsuspecting 
enemy airfields will have aircraft parked alongside runways 
making for enticing ground strafing targets. 

Animated explosions are equally well handled in TPW. Bits 
of fuselage and wing fly off strafed aircraft rapidly turning 
them into hurtling piles of earthward bound wreckage. Hits on 
surface vessels are just as impressive. Ship explosions feature 
balls of surface level flame combined with roiling columns of 
skyward stretching smoke. Unlike the broken ‘wishbone’ 
effect found in other period sims, troubled ships will be mani- 
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fested as first listing, capsizing then followed closely by its 
demise with an actual animated sinking. 


Significantly Greater than Zero(es) 

Although the game won't sport as many plane types as its 
chief rival, the game will include many of the noteworthy air- 
craft that sought action. Among those simulated on the 
American side of the ledger are the Dauntless and Helldiver 
dive bombers, the Devastator and Avenger torpedo planes, and 
the Corsair, Hellcat and Wildcat fighters. The Japanese sport 
the early model ‘Zero’ M2 and upgraded ‘Zero’ M5 fighters, 
the ‘Val’ dive bomber and ‘Kate’ torpedo plane. 

Replicating authenticity has seemed to take center stage for 
the TPW project. MicroProse claims that each plane has been 
painstakingly duplicated, right down to the instrumentation 
panels and paint schemes. Each plane's flight equations take 
into account factors such as thrust, momentum, lift, gravity and 
both parasitic and induced drag. What's more, as an aircraft’s 
mass changes (due to fuel and ammunition consumption) the 
weight and subsequent flight envelope also evolves. Flight per- 
formance is boosted as a result. 


Windows of Opportunity 
Whereas Falcon 3.0 introduced the padlock mode to view 
one's immediate environs, TPW presents a 360 degree view- 
ing perspective called the Virtual Cockpit. Essentially, the 
Virtual Cockpit mode allows you to look around in any direc- 
tion but still allows pilots to access the plane's airspeed and 
altimeter gauges. Obtaining and maintaining a visual read on 
the enemy's position is thus simply and cleanly addressed. 
MicroProse has also reexamined their mission playback 
utility by presenting their new Cinematic Replay editor. While 
much of what has been embodied in the editor is old hat, play- 
ers will have to acquaint themselves with the new point-of- 
view "zoom" camera. Available in either a fixed position or 
follow-on mode, this new viewing perspective turns ordinary 
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mission replays into cinematic film festivals. To ‘re-boot’, 
pilots can turn in their director’s berets for pilots goggles and 
reenter the fray to correct tactical oversights. 

While TPW opens a few new windows, they close a few as 
well. No longer are pilots forced to read pop-up message win- 
dows when sending and receiving communications. Ed 
Fletcher, the game’s producer, has indicated that digitized 
speech will be present in the final version for all radio commu- 
nication. This will enable players to constantly remain within 
the flow of the game to concentrate more on tactics and less on 
proofreading. 


Pitching Decks and Catching Waves 

This time around, landing aircraft in TPW may prove a wee 
bit tougher on naval aviators. MicroProse plans on layering as 
much realism onto the game as players can handle. No longer 
will carrier landings end up as simple barnstorming stunts. 
TPW will feature dynamic, non-stationary ships that will take 
evasive actions should the need arise. As a result, aviators may 
need to correct their landing approaches several times before 
catching the arrestor wire. 

Said evasive maneuvering will also affect squadron tactical 
performance. Instead of each element in a torpedo squadron 
following the same attack run, for instance, each element may 
approach the target from two converging quarters. As was 
practice, by attacking along converging ninety degree corri- 
dors, the likelihood is reduced that the evading ship will be 
able to turn away from the strike. Catching a ship off-guard 
and ‘anchored at sea’ is a thing of the past, since both navies 
are now acting according to naval doctrine instead of just sit- 
ting ducks. 

Not only are the individual aircraft to be handled, the fleet 
dispositions require player input as well. Maneuvering one’s 


fleet into striking position may mean that one has to withstand 
an imminent counterstrike. This can possibly result in the alter- 
ing of the initial mission goals in order to survive an enemy 
onslaught. This think-as-you-go planning and decision-making 
turns the game from a simple flight simulator into one of a 
fraught strategic contest. 


Torpedoing Phone Calls 

Friendly fire takes on new meaning within the remote play 
feature of TPW. While players can choose to go into the typ- 
ical head-to-head mode over serial or null modem connec- 
tions, the true beauty of TPW may be realized in its coopera- 
tive play mode. Reminiscent of F-15 III, aviators can assume 
a long distance wingman or choose to escort the other player 
on a bombing run. The number of airborne aircraft is depen- 
dent upon the baud rate connection between the two comput- 
ers. 

TPW will also ship with a mission builder if the hundreds 
of authentically recreated battles aren't enough to whet one's 
insatiable appetite. By customizing the game to fit one's tai- 
lored needs, TPW will inevitably provide players with hun- 
dreds of nonrepeatable gaming hours without as much as a 
scratch to show for it. 


(New Life and) Death from Above 

Based upon the preliminary copy I’ve drooled over for the 
past week, I for one am happily looking to climb into this 
baby's cockpit and take to the warm, tropical skies. Average 
flight sims are fine for the average gamer. Above average 
designs are a whole different matter. Gee, I wonder if they'll 
let an average editor take the controls of what will soon 
become an above average game. Guess I ought to wipe off the 
spittle before I ask first, huh?Q) 
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After the Age 


ost gamers soon settle for a particular genre of 
M game that they prefer best, and end up not bother- 

ing to give games in other genres anything more 
than a sidelong glance. I had always considered myself an 
adventure/role-playing gamer, only playing games in other 
genres when convinced by repeated positive opinions or 
magazine article assignments. Despite having played most 
popular non-adventure/role-play games in the market, no 
wargame had caught and held my interest long enough for 
me to add it to my list of favorites. Nothing, that is, until I 
got my hands on a preview copy of Kingdoms of Germany, 
the sequel to the popular Vikings game. 


Vikings Reprise? 

Kingdoms of Germany is the second in a series of games 
from Realism Entertainment, titled the Kingdoms series. The 
engine used is similar to the one found in Vikings, with 
many enhancements to relieve some of the frustrating ele- 
ments of the original game. The most notable and dangerous 
of these enhancements is the vastly improved artificial intel- 
ligence. After countless hours spent playing the game, I have 
yet to beat it at the highest level. 

New features have been added to make the game more 
realistic and more enjoyable. Catapults can now be toggled 
between delayed and immediate, where the delayed option 
makes for a much more realistic game, where catapults take 
a turn to build, can be destroyed by attacking armies while 
being built, and are limited in the number that can be built 
by the size of the castle. Food shortages and crop increases 
are brought to the player's attention at the start of every turn 
by a blinking spot on the starving territory. A dispatch/gath- 
er option has been added where any castle can send out or 
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Leonardo Drago previews Realism Entertainment's 


call in a percentage of troops in adjacent territories. Enemy 
armies are now hidden from view unless one of the adjacent 
territories is occupied by the player. Lastly, army movement 
speed has been greatly increased, with a Double Quickmove 
option, achieved by holding down the right mouse button 
while in Quickmode. This last option is a wonderful addi- 
tion, as the normal speed that armies move at is atrociously 
slow; one could easily go make a sandwich, or even a full 
meal, while waiting for every other enemy to take their turn, 
especially in the later stages of the game where the armies 
are roaming all over the country. 


Multiplayer Extravaganza 

The game can be played against a maximum of five oppo- 
nents, either computer controlled or human. Almost every- 
thing can be set to one's preference every time a new game 
is started. When playing alone, the player can choose any of 
the six flags, a great option because the default player, red, 
is very easy to confound for the orange enemy, an error that 
could prove fatal in the course of the game. 

Another welcome option in the startup screen is the handi- 
cap level. This allows the player to set the number of territo- 
ries that need to be conquered in order for a player to win 
for every one of the six kingdoms. This should enable even 
the worst of strategists to win, a great feature that shouldn't 
turn newcomers to the wargame genre away. 


It's the Economy, Stupid 

Every turn starts with an assessment of the kingdom's 
food/crop situation. At this point the player is alerted to food 
shortages and territories that are not harvesting at maximum 
efficiency. Starving territories need to be kept fed until they 
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Kingdoms of Germany 


are able to take care of themselves, 

After taking care of the people’s need for food, a host of 
options is open to the player. Each territory may recruit a 
certain number of people, the number depending on whether 
the territory has been settled and a castle built. A seaport 
may also be built in territories that are adjacent to water. 
However given Germany’s geographical position, ships are 
not as important as they were in the Vikings’ map of 
England. The armies may at this point be increased in size 
by transferring people from the territories and moved into 
enemy territories for conquest. Each army has a maximum 
of fifteen days each turn in which they can act. Multiple ter- 
ritory conquests are possible as long as there are enough 
days left. 


Let the fighting begin 

Combat occurs every time that an army moves into a terri- 
tory not occupied by them. This is one part of the game 
where some more control would have made the game more 
enjoyable. The only options available are to decide which 
troops you engage in the fight and when to retreat. Most bat- 
tle outcomes are therefore determined from the start; there is 
little strategy in the combat itself. This becomes painfully 
apparent when laying siege to a castle. If your army has 
enough archers and crossbowmen, you might get lucky and 
eliminate all the enemy archers before they kill yours off, in 
which case all the enemy walls will be automatically 
breached. However if your invading army loses all its 
archers and crossbowmen in the siege before the opposi- 
tion’s are killed, all that’s left to do is wait until enough of 
the castle wall sections have been breached or all your cata- 
pults are destroyed. Unfortunately catapults take a long time 
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to be destroyed, almost as long as it takes enough wall sec- 
tions to be breached. At this point the player would be wel- 
come to go do something else while the battle transpires. 
Unfortunately, to use the quick option so that the battle will 
end faster, the right mouse button has to be kept pressed. 
Luckily not too many castles need to be conquered, unless 
one wants to get extreme and set the number of territories to 
be conquered to the maximum level. 

After marching the armies around the country, the other 
options left involve managing the kingdom’s resources. Raw 
materials can be bought and sold, castles and armies can be 
raised, and funds can be deployed to search the countryside 
for ore mines. Ore mines bring more revenue to the kingdom 
or more iron. They will eventually run out, but every mine 
that has run out can be searched again with a 100% chance 
of finding something again, though not necessarily the same 
metal. 


So what if it's slow 

After many turns of the above, hopefully you'll have con- 
quered enough territories to finally win the game, at which 
point the difficulty setting can be raised for another try. The 
game is so captivating, that I kept coming back to it, after 
having beaten the computer at each successive difficulty 
level, until reaching the expert level which seems insur- 
mountable, at least to me. Kingdoms of Germany is an 
excellent game, despite the slowness in combat. This is a 
minor gripe when compared to the high quality of the game 
overall. Both expert and non-expert wargamers should find 
Kingdoms of Germany to be a quite enjoyable game. I 
know for sure that this will definitely not be the last 
wargame I'll play. 
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Performance 


Rodeo King Marc Dultz travels to Austin Texas to see 
what's behind the creative genius of Origin Systems (and 
he's still pulling the cactus needles out of his butt) 


ention the name ‘Lord British’ to any gamer and one 
M is greeted with an almost instantaneous nod of 

recognition. The name is synonymous with the 
Ultima series of CRPG's but, more importantly, it's Richard 
Garriott's nom de plume acquired way back when he released 
his first computer game, Akalabeth. Produced in his garage at 
the age of 18, the game met with muted success and paved the 
way for him to create and nurture his two professional pur- 
suits, Origin Systems and Ultima. 

Garriott, now 32, holds the positions of Senior Vice 
President and Creative Director of the name shortened Origin 
while older brother and co-founder Robert, 39, holds the posi- 
tions of President and CEO, presiding over the corporate purse 
strings. While Origin has since been acquired by the west 
coast megacorp publisher, Electronic Arts (NASDAQ: ERTS), 


V.P. and Creative Director Richard Garriott with 


Model T... not 


brothers Garriott still retain a strong degree of autonomy espe- 
cially when it comes to their game design philosophy. EA 's 
intent was not to eclipse Origin, instead combining their mar- 
keting power with Origin 's creative talent. 


Lord of the Files 

Seemingly inspired by the creative genius of Tim Burton, 
the Austin, Texas based company's new building is as fascinat- 
ing as it's designer. Originally a medical supply house, the 
54,000 square foot building has been transformed by the 
younger Garriott into a macabre vessel of newly found creative 
energy that features intentionally narrowing corridors and tilt- 
ed walls. The entire three floors of the building is occupied by 
Origin and serves as the headquarters for their workforce, cur- 
rently listed as 220 employees. 

Although occupied for just a scant year's time, the building 
should be the quintessential designing temple. However, 
because of their phenomenal growth rate and the building's 
proximity to the congested valley floor, Origin is once again 
looking to relocate, most probably back into the hills above 
Austin proper. 

Equally as impressive is the Garriott spread to which he 
retires at day's end in his black 1993 Lamborghini Diablo. 
Seemingly lord master of the blueprint files, ‘Lord British’ has 
crafted a particularly handsome house that sits atop one of the 
highest points in Austin, overlooking the city and the sur- 
rounding countryside. Complete with secret passages, a com- 
puterized observatory and his legendary ‘dungeon’, the house 
and car personifies Garriott’s personality to a ‘Model T’ (not 
surprisingly, he owns one as well). ‘Pax Britannia’ (Piece of 
Britain?) as this observer has come to privately dub it, comes 
complete with two suits of Medieval armor, several 
broadswords and numerous nineteenth century scientific 
instruments which further reinforces the Garriott image of cre- 
ative genius. 

Much as one would think that the trappings of success can 
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Ultima VIII: fighting fire with fire ; 


easily swell one’s head, Garriott still maintains a level headed 
composure which is not only down to earth but visionary as 
well. An interviewee of Lifestyles of the Rich and Famous, 
Garriott understands full well that the proverbial mountaintop 
of success can be traveled both up and down its slopes. 


Captain (of) Crunch 

When design teams near their deadlines, many companies 
crack the whip and force the creative teams to spend more time 
at the office debugging soon to be released product. While the 
resulting toil can easily end up stifling a game design, Garriott 
does his utmost to keep his troops happy. Employees of the 
month earn special privileges while attendance at a mandatory 
biweekly ‘happy hour’ helps to diffuse what could quickly 
erode an otherwise upbeat atmosphere due to heavy work- 
loads. 

Like many game publishers, Origin can attribute their suc- 
cess to certain key product lines. In Origin’s case, the Ultima 
and Commander series have been the cornerstones of their 
success, the first having spawned six incarnations and two 
Underworlds and the second exploding into two completely 
different universes. 

In terms of game sales, Garriott explains how they look at 
their global market. “We actually currently have a slightly 
larger rollout (for new games) in Europe than in the United 
States. For the next few years Europe has become a larger mar- 
ket for us than in the United States”. This attention to the 
European marketplace has resulted in the latest Ultima, for 
example, shipping not only in English, but in French and 
German as well. On the fly language transitions have been 
included too. 

My tour of Origin came at a time when no less than nine 
new products were on the drawing board scheduled for a cho- 
tus line kickoff into and through 1994. What follows are dis- 
cussions with several of the lead designers on each project. 


Delivering New Ultimat-ums 

Ultima VIII: Pagan (U8) is a departure in many ways from 
its predecessors. Not only has the view changed to a true 
orthogonal look down view but so has the amount of frame 
animations for the Avatar, the game's focal point. “The figure 
has over 1500 frames of animation", states Garriott. "Because 
there are 1500 frames, and that is probably 20% of the total 
shaped part that can be brought into the game at a time, we 
have chosen not to put in sex-choosing capabilities". 

"We're trying to reach a broader audience," Garriott adds. 
"We've tried to actually condense the game's scope into a 
smaller geographic area where we've actually added twice as 
much art and audio effects but put in about one fourth the geo- 
graphical area and so the audio-visual impact at any moment is 
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The Wing Commander himself, Chris Roberts 


hopefully dramatically increased". 

“In previous Ultimas," mentions Garriott, “we had for every 
character approximately the same amount of art that they could 
do. Everyone could sit, stand, fight with one arm or two arms 
and the game moved at 32 frames per second. In U8 all the 
characters have individual animations based upon their activi- 
ties within the world". 

Another change to the game comes in the form of memory 
management. Garriott claims that the Voodoo memory manag- 
er, found in U7, has mercifully been put to rest. U8 will now 
run on as little as 200K of low memory providing enough high 
memory, (4K of RAM) is available. 

Garriott discusses where the Ultima series is ultimately 
headed. “Ultimas 1 through 3 were basically go kill the bad 
guy and collect the treasure. In Ultimas 4, 5 and 6, we devel- 
oped the character of the Avatar, where his purpose in life had 
to do with proving his virtues. The world was very lighthearted 
in the sense that there were no major antagonists to a large 
degree. In Ultimas 7, 8 and 9 we return to the dark side of the 
force. In U7, we've brought in the Guardian, a truly evil char- 
acter, to take over the land of Britannia. While he was stopped 
in U7 he clearly was not defeated. In U8, though, you have 
stopped the Guardian but one must become like him to defeat 
him. Sometimes you have to fight fire with fire". 

While U8 is currently nearing completion, Garriott is 
already looking down the Ultima trail to U9 (Ultima IX: 
Ascension) and beyond. No longer are projects tackled on an 
individual basis, rather they are now approached as a logical 
evolution from one product to the next. To further support 
this philosophy, even the game boxes to the latest trilogy are 
linked. The U7 theme of overall darkness was exemplified 
with a black box while U8's fiery theme is depicted with red 
artwork. U9 will have an ethereal theme and hence will be 
conveyed with white, cloud-like artwork. 

Interestingly, U9 will wrap up the Avatar trilogy and will 
pave the way for U10. An untitled U10 will encompass the 
world of New Britannia which will either feature a savage new 
world that needs taming or will feature a civilized land that has 
to be conquered anew. 


Commanding Recognition 

Origin, probably more than any other company, has 
snagged some of the most notable game designers this side 
of Britannia. Vice President and Executive Producer Chris 
Roberts (Wing Commander and Strike Commander fame) 
is working in conjunction with Frank Savage to tackle his 
latest project, Wing Commander 3 (WC3). Rendered in 
SVGA graphics with ray tracing, WC3 will initially be CD- 
based and will be adapted to the 3DO platform as well. 
WC3 is being created not only as a space-based flight simu- 
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lator but as more of an adventure game since a good deal 
more story-telling is being weaved into the basic story’s 
framework. 


Roberts, 25, discusses where technological advancements 
have brought the series. “We’re using SGIs (Silicon Graphics 
Inc. computers) for the three dimensional stuff and we are 
filming name actors and matting them against virtual back- 
grounds. This is going to be the biggest production done in the 
computer gaming industry...it's going to be bigger, better and 
badder than any of the Wing Commanders before it". 
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Slated for shipping in Xmas of 1994, WC3 will have addi- 
tional interactivity in the game, other than the usual flying 
around in space. Responses to questions in the bar, for 
instance, can be negative, neutral or positive and will influence 
the course of the war. “Your character doesn't do anything you 
didn't tell it to do," states Roberts. 

Wing Armada (WA), also due out in the second quarter of 
1994, is being designed to address other issues that have crept 
into some criticisms of the WC system. Roberts explains WA 
as “a head-to-head dogfight game in the Wing Commander 
universe using the Strike Commander 3-D polygonal engine 
using straight VGA (graphics) and it's going to be on the net- 
work (up to 4 players on the network), head-to-head on the 
modem and head-to-head on the same computer using a split 
screen. You can also play against the computer if you want 
using 10 ofthe ships previously found in WC2." People who 
have always fancied themselves as the top gun in Wing 
Commander will now have the opportunity to finally prove it. 

The last, but certainly not least of the winged fleet is Super 
Wing Commander (SWC). To appear on Panasonic's newly 
introduced 3DO platform, the game takes advantage of the 
power, speed and graphic capabilities of the 32 bit graphic 
machine yet maintains much of the flavor found in the earlier 
Commander games. 


Lights, Camera, Inter-action! 

One of the most interesting new efforts undertaken by 
Origin comes in the form of interactive movie-making, better 
known as IM1 or more appropriately, BioForge. Although a 
hundred programmers could spout a hundred different defini- 
tions of what interactive movies entails, Director Ken 
Demarest (lead programmer of Ultima VII) sheds light on 
what Origin 's interpretation of interactivity means. 

“We have an in-house tool which is a little like 3-D Studio, 
where you build polygonal shapes and put textures on a shape 
but the step forward we are taking is that we are putting a 
skeleton right inside these polygonal shapes (similar to SGI) 
and instead of rendering it slowly, we are rendering it in real- 
time". Working in conjunction with a programmable data suit, 
the programmer's actual body movements can quickly be 
translated to the computer screen to create the library of ani- 
mations needed to make the player character's movements as 
lifelike as possible. 

Demarest perks our interest by claiming that “not only do 
we use several fixed camera positions and 3-D Studio to pro- 
duce the flick (but one) where you are actually participating in 
the game so it’s not just a game where you either play the 
game or watch something cool. The flicks are happening all 
the time and you're actually right in the world as they are hap- 
pening.” Also included will be a character editor which will 
enable the player to physically change the look, shape and 
actions of all of the characters in the game. 

Garriott fills us in on the details of the storyline. “The story 
is basically a cross between RoboCop, Six-Million Dollar Man 
and Terminator where you wake up on this operating table 
wondering where it is, why it is and why are you here and you 
eventually discover that the people that have you here have 
much bigger plans in mind”. 

Available sometime in early 1994 the movie will initially be 
rolled out on the PC floppy format and then will be ported over 
to the CD-ROM platform. IM2, Bioforge’s sequel will tanta- 
lize game buyers with more artwork as well as making full use 
of digitized voices and hence will only be available on the PC 
CD-ROM. 


Shockingly Real! 
First person perspective shooters seem to be in vogue of late, 
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System Schock: in space, no one can hear you scream 
so Origin plans on introducing their spin on the subject. Entitled 
System Shock (SS), the game looks and feels very much like 
id's futuristic Doom. Like Doom, the game takes place on a 
space station on a far-flung moon and features non-orthogonal 
walls and stairs, light sourcing and diminishing and a multi-lev- 
eled, search-as-you-go labyrinth complete with an Alien feel. 

Unlike Doom, however, sloped floors, zero gravity cham- 
bers and unorthodox tilted viewing perspectives have been 
incorporated into the game. The last facet is visually the most 
stunning, since it allows gamers, for example, to actually peer 
down an elevator shaft or around walls without exposing them- 
selves to return fire from the hostiles. An innovative feature, 
no doubt that will be used in the next generation shooters. 


Curse you Red Baron! 
Rounding out the first half of Origin 's 1994 schedule will 


be Warren Spector's, Wings of Glory (WoG). Featuring 
hand drawn vintage aircraft and gorgeously rendered bit 
mapped clouds, WoG quickly picks up where Red Baron 
left off. 

Again, the Commander type universe is prevalent, making 
full use of a new company of digitized characters and mission 
success/failure branching storylines. Although players will 
only be capable of flying for the fledgling U.S. Army Air 
Corps, pilots will not be disappointed in the lack of detail and 
effort going into the making of a what will surely be Grade Á 
software pick. 

Although the game will focus on the American involvement 
in the Great War (1917 to 1918) it will be complete with a 
Mata Hari-like spy lurking amidst the aerodrome. WoG should 
be to flight sims what the movie Blue Max was to cinematog- 
raphy; breathtaking! 
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Gamemasters * Suitable for campaign play * Set in 
the Energion World * Graphics and sound clips 
* Uses Windows 3.1* 
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Wings of Glory: where drinking and flying do mix 


Fired Up and Won't Forget 
Andy Hollis, a long-time member of the MicroProse *air 
force’, has happily been busted by Origin 's think tank. Still 
thinking of tank-busting, though, a reinvigorated Hollis is clev- 
erly cranking up the blades on his latest flight sim, Chopper 
Assault (CA). Drawn from first hand, as yet, unclassified 
information, Andy is looking to recreate modern day heli- 
copter tactics utilizing the latest weapon in the U. 


S. Army's 
flying arsenal. The actual AH-64B Longbow is an upgraded 
version of the AH-64A Apache Gunship, long a staple as the 
lead close support weapons platform for the Army. 
Complete with the latest *fire-and-forget" missiles, mast 
mounted target acquisitioning and laser designating package 


and wholesale improvements in the avionics suite (just like the 
G.I. Joe version), the Longbow depicted in CA will be an 
impressive rough and tumble aircraft entering Origin 's bur- 
geoning simulation hanger. 

Interestingly, the game will not incorporate the familiar 
character based engine that serves as the backdrop for the 
Commander series. Although the game will make use of cin- 
ematic sequences, much like the Commander series, they will 
be more situationally based.Theatres of actions look to 
involve historically based as well as near future scenarios in 
both Panama and Desert Storm. Also to be included is a near 
future look at unrest in the former Soviet Baltic states that 
would necessitate U.S. military involvement to avoid the 
makings of a third world war. Although, not scheduled for 
release until the end of 1994, Andy's expertise with choppers 
should prove invaluable when the software evolves from 
blueprint to product. 


Part(y)ing Shots 

My final memories of the tour were of the company's week- 
ending, happy hour respite. Coming as a well-deserved 
denouement for the crew of the 5.5. Origin, the party best per- 
sonified their belief that their employees are no less important 
than their game buying public. The company takes care of 
their own. 

Judging by what this observer was fortunate enough to have 
witnessed first-hand, I think the readership and gamers world- 
wide will soon come to share in Origin’s exuberance. Origin, 
unwittingly, may well be sharing their *happy hour' with the 
rest of their game consuming constituency when their new 
products hit the shelves. I only hope they ordered enough pizza 
to go round for several hundred thousand fanatics. Hey Rich, 
one favor. Could you make mine pepperoni?Q) 
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Now on CD-ROM! 


Since its release, WolfPack™ has set a new standard 
for submarine simulations. Winner of Tilt Magazine's 
Tilt D'Or award for best simulation, it has consistently 
topped the best seller charts, earning raves from the 
reviewing community: 


"WolfPack can only be classified as a genre buster, one .^ 
of those rare games that sets a new standard for other 
releases in the same field to live or die by.” 

Video Games & Computer Entertainment 


"The graphics tor WolfPack are stunning.” 
Wargamer 


Now WolfPack is available on PC CD-ROM. Thesame ~~ = 
compelling game play of the floppy version allows you to 
command either a WW2 submarine wolf pack or the 

surface fleet. 


Historically accurate, your weapons and instruments are 
precisely keyed to the war year that you choose to play. 
A full construction set is included to allow you to 
re-create actual battles. 


Wf 


WolfPack CD-ROM also includes: 
€ 58 new missions, 70 total. 


€ Over 5 minutes of breathtaking animation sequences. 


Pick up a copy at your local software store and find out what 


underwater warfare is all about. N 0 V A 
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sation from Down Une 
Groups?’ infamous Gang 


trategic Studies Group (SSG), out of Sydney, Australia, 
S: always been known for its pioneering approach to 

artificial intelligence in wargames. SSG also innovated 
a realistic order structure for its military games, where a player’s 
units have their own initiative and/or inertia. Presently riding a 
crest of popularity following the release of the wildly-successful 
Warlords II and the celebrated Carriers At War, the Gang of Four 
from Down Under (minus one — Melbourne resident Steve 
Fawkner couldn’t be present) graciously consented to field a few 
questions. 


(S+ = Strategy Plus, IKT = Ian Trout, RJK = Roger Keating, 
GW = Gregor Whiley.) 


S+: Most companies publish add-on scenarios to existing 
games, perhaps including upgrade files, and require that the 
original game be purchased before the add-on can be used. 
SSG appears to prefer publishing full sequels; that is, add- 
ons that can either be incorporated into earlier games in a 
series, or can stand by themselves as complete games. Why? 
Wouldn't the straight add-on approach be more cost-effec- 
tive? 


IKT: There are a couple of reasons why we prefer to publish 
stand alone games rather than scenario packs. Firstly, a stand 
alone game gives us the opportunity to improve a game, without 
any constraints. Scenario packages can't really alter fundamental 
aspects of the game, like file systems and databases. Secondly, its 
a matter of being practical. There's nothing worse than finding an 
exciting package, only to find that it requires game A, which is 
not on the shelves, and may be hard to get. 


S+: Rumors are circulating about an SSG game on the Battle of 
the Bulge. While you may not be able to speak directly about 
future plans, how many projects do you have going right now? 
How many of these projects are totally new efforts, and how 
many involve updating earlier versions? 


GW: We have two new games definitely underway at the 
moment. One is a military history game, the other isn't. As with 
all SSG decisions, there are other projects which may or may not 
happen. The only Battle of the Bulge that I’m aware of is the 
continual struggle of SSG employees for personal fitness. Some 
are winning, others are consolidating defensive positions, prior to 
launching a weighty counter-attack. 


S+: CAW2 seems to have taken care of the rest of the Pacific. 
Does SSG have any interest in the Atlantic? 
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IKT: You're right, we think we have the Pacific theatre well 
taken care of. We have no immediate plans for the Atlantic. 


S+: Speaking of CAW, a former US naval officer, who would 
presumably be in a position to know, has lumped CAW and SSI's 
Carrier Strike together and called them “silly” (among other 
things). One reason why, he claims that you both have neglected 
such details as ASW patrols and close-in CAP, thereby making 
these planes available to air. strikes, the result being enough 
extra fire power to (statistically) destroy an extra 1 1/2 enemy 
carriers. Leaving these detailed specifics aside, what claims 
does SSG make regarding historical accuracy for games such as 
CAW or Decisive Battles? Following up on this, do you consider 
games such as CAW, DBCW and Mac 's War to be games or sim- 
ulations? How does SSG distinguish between the two? 


IKT: SSG simulations have always stressed historical accuracy. 
The proof of any such question lies in the results ofthe various 
scenarios. Do they produce historically valid results? Do they 
reward militarily sensible behaviour, and punish stupidity? Do 
they require the user to make the same sort of decisions as their 
historical counterparts? We say they do, and that for this reason 
they are simulations, not just games. We have large numbers of 
service personnel amongst our many users, who agree with us. 
The fallacy that you must simulate warfare down to the level of 
the last bullet in order to be accurate is common, but erroneous. 


S+: Getting back to the purely hypothetical, will there be a 
Battle of the Bulge game? 


GW: I can't see people paying a lot of money for a game about 
the fact that one of us goes to the gym several times a week. 


S+: There are several schools of thought regarding various 
types of chrome being added onto wargames. One end of the 
spectrum is held down by Simulations Canada, who favor a mini- 
malist approach. Other companies, such as SSI, in Great Naval 
Battles, are trying to pull out all the stops with detailed graphics 
and sound. Where does SSG fit into this, and what are your feel- 
ings about these "extras"? Do you feel, for example, that 
greater emphasis on better graphics and sound may be hurting 
playability? 


GW: There is no fundamental contradiction between detailed 
graphics and sound, and the playability and validity of a simu- 
lation. However, there are practical considerations. If a game 
takes a notional 15 months to develop, you can't spend 14 of 
them doing the combat animations and sound, and the last 
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INTERVIEW 


month doing the rest of the game. If you do, you will have pro- 
duced an arcade game. At SSG, we put the game first. The fun- 
damental aspects of a game must work, regardless of the graph- 
ics used. Graphics are used to explain game systems, to add 
atmosphere and to enhance the gaming experience. 


S+: Warlords 2 seems to be doing quite well. Is it doing well 
enough to tempt SSG into more fantasy-type games, perhaps at 
the expense of the historical? 


RJK: It’s very refreshing to do non-historical games from time 
to time, since they are free of virtually all constraints. For 
instance, when we wanted a flying creature for recon in 
Warlords II, we created the Giant Bat. This did not lead to a 
furious debate on the wingspan, endurance, payload, cruising 
speed, intelligence, and tractability of bats, giant or otherwise. 
We find that almost all hard core wargamers also enjoy these 
sort of games. However, we will never abandon historical 
wargames. 


S+: Virtually all SSG games are more-or-less map-based. Is 
there any thought of venturing into the flight-sim type of game? 


IKT: No. It’s only common sense that companies should stick to 
what they do best. Spectrum Holobyte and Dynamix make great 
flight-sims, and we’re happy to leave them to it. We make great 
strategy games, and that’s what we will stick to. 


S+: Your magazine, Run 5, still shows a few games that haven 't 
been converted yet to the IBM. Will they be converted and, pre- 


sumably, updated the same way CAW has been? 


GW: Not necessarily. For instance, it is very unlikely that we 


will do an IBM version of Europe Ablaze. 


S+: There has been some comment here that the .LBM graphics 
format is all but dead, and that SSG is one of the few companies 
still using it. What are your reasons for remaining with it? 


RJK: We used the .LBM format because Deluxe Paint was the 
best graphics program, and for Amiga compatibility. Neither of 
these considerations now apply, so we will probably use the 
.PCX format for any user editable graphics in the future. 


S+: The CAW Construction Kit is a pretty major break- 
through, if only because it's the first time the player has been 
enabled to program the AI itself. Did you have this player- 
programmability in mind when you first thought of upgrading 
CAW? How did you think of it, in the first place? Will 
Warroom and Warcards be a standard feature in SSG games 


from now on? 


IKT: The basic idea behind WarRoom is that the scenario 
creator should program the AI, rather than trying to create a 
generic AI system that is expected to cope with a huge range 
of possibilities. Now the AI is completely specific to a sce- 
nario, and hence is much better. If we allow the scenario cre- 
ator to program the AI, then it follows that we should allow 
the player the same facility. The new CAW was designed, 
from the ground up, to use the WarRoom philosophy. We will 
have a WarRoom in all future SSG games for which it is suit- 
able. 


S+: Other game companies have published house magazines 
similar to Run 5 (I'm thinking of SPI's old Strategy and 
Tactics, for example). While these magazines give/gave the 
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F Software has gone the world- 

over to convert some of the finest 

y golf courses so that you can play them on 

^ your computer anytime of the day or 
night. Each is faithfully reproduced in 
exacting detail to make you feel like 
you re playing the actual course. 


e call these renditions our LINKS 

Championship Courses. With 
Pebble Beach” our newest release, we now 
feature a line of twelve world-famous 
‘courses besides Harbour Town, featured in 
LINKS 386 Pro™, and Torrey Pines, included 
with LINKS” and Microsoft Golf”. 


backgrounds to the games, they never supplied the data to 
enable the players to build their own scenarios, the way Run 5 
does. Doesn't this altruism of yours hurt your profits? Why 
would people buy a scenario disk, or a second or third game in 
a series, if all they had to do was plug in some numbers to get 
the same scenarios? 


GW: If publishing Run 5 is an altruistic gesture, then it's one 
that we're happy to make. If people buy one of our games, then 
they deserve to get the greatest possible value from them. In 
truth though, if people are keen enough to type in scenarios, 
then they're probably keen enough to buy all the games in a 
series. 


S+: SSG has always been considered to have some of the best Al 
in the business (the games, not your staff). What do you do that's 
different from the other wargame publishers? How did you 
decide on your particular approach? 


RJK: The clue to this answer is given in the answer to the 
WarRoom question. The AI system is a fundamental part of 
the game. Programming doesn’t start until we have the AI 
requirements plotted out. As the game progresses, no feature 
is added unless the AI requirements can be properly accom- 
modated. The result is a game that is smarter than most. It's 
also a game that is a lot less vulnerable to cunning tricks 
from the player, or the ways of cheating the system that 
emerge in most games. 


S+: Several game companies have given up the idea of 
downward compatibility, and now only produce games for 
high-end systems (SVGA, CD-ROM, 486-66, etc). How long 
before SSG follows this route, and why haven 't you been fol- 


lowing it already? 


GW: Warlords II and CAW V2.0 both require a 386 or better, 
and 2 Mb of Expanded or Extended memory, so we have aban- 
doned lower end machines. The point that some companies seem 
to have missed is that it's no good introducing new technology 
unless it really works. Gamers have become scarred and cynical 
creatures because they have repeatedly rushed home with the lat- 
est gee-whiz game, only to find that it doesn't work on their sys- 
tem. This results in much grief for all concerned. When you take 
an SSG game home, it should run first time. As soon as a tech- 
nology gets beyond the fingers crossed stage, and works reliably, 
then we will use it. 


INTERVIEW 


S+: CAW, Great Naval Battles, Carrier Strike and Task Force 
1942 all hit the stores at roughly the same time. Does SSG pay 
much attention to what other game publishers are doing? 


IKT: Science has yet to isolate any common thread in SSG’s 
decision making process. However, the lead time between mak- 
ing a decision to produce a game, and the game's completion is 
so long that it would be pointless to consider what other compa- 
nies might or might not be doing. In any case, the market would 
seem to be ready for as many high class strategy games as the 
industry can produce. 


S+: What do you guys do in your free time? 


GW: Working for SSG means, by definition, that you don't 
have a lot of free time. We did have a keenly fought golf compe- 
tition at one stage, which may be resurrected this Australian sum- 
mer. We also play a variety of boardgames from time to time. 
Naturally, these are also fairly competitive events.Q) 
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~ Mac (IBM PC version 
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SVGA 


System Requirements 
4MB RAM (2.5MB 
RAM free), mouse or 
trackball, hard disk, 
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Sim City 2000 


by Sandy Kettenhofen and Don Henson 


s computer games for the Mac 
become more and more sophisti- 
ated it was a treat to see the 


release of SimCity 2000 (SC2K). This is 
a massive rebuild and expansion of the 
overall concept first presented on the Mac 
in SimCity. 

In 1989 the release of the original 
SimCity by Will Wright, Maxis and asso- 
ciates marked the birth of a classic in per- 
sonal computer simulation. SimCity had a 
bird's eye view of a flat terrain in 1989 
with various water and forest elements 
that were generated randomly to start 
planning your city. If the Sims(computed- 
people) liked your management they 
would come and build a city in the areas 
that one assigned industrial, commercial 
or residential zoning status and associated 
infrastructure. This is where the simula- 
tion left what could be done in other ways 
and made a giant stride into the real 
potential of computer gaming and simula- 
tion. If one as mayor started to get lax in 
areas of traffic management, pollution or 
sundry other “details,” the Sims would 
dismantle and move elsewhere or just let 
an area slide into slum like real estate. 
This was of course not good for the tax 
base, the cities source of operating capital. 
Computer generated artificial intelligence 
took a quantum leap forward from the 
random generated greater and lesser pos- 
sibilities that never quite make it. So 
many computer games go little beyond 
simulating the concept of a previously 
existing board, card, or mechanical game 


if not a direct copy. It is very refreshing 
to experience the results of concepts only 
possible on a computer and through cre- 
ative thoughtful programming. 


The Revolution, Part Two 

SC2K comes with several pre-built 
cities and those who played the older ver- 
sion of Sim City can dive right in and 
play with little or no need to consult the 
manual. An experienced player does not 
need to go through the “set-up” if they 
want to get right into the “nuts and bolts" 
of city management. 

Maxis has made SC2K very easy for 
the novice to learn. The manual comes 
with 3 "tutorials" which show the basic 
“how-to’s” that will quickly enable the 
new player to establish and expand their 
new city. The first tutorial explains that 
as soon as the barren terrain is equipped 
with power, streets and designated zoning 
the Sims will move in and start building. 

This is where the true fascination with 
SC2K comes to light. It is positively 
intriguing to watch the program as it 
shows the barren plots of land become 
inhabited. The buildings do not simply 
"appear," the program shows the process 
of construction as the building is erected. 
It is difficult to imagine that the program- 
mers were not only able to show identifi- 
able structures but to also show them 
under construction. 

The building and city details don't stop 
there. In SC2K one can rotate the city to 
four 90 degree views. 


The buildings and terrain all have 
another isometric view. Since the land- 
scape is in 3-D, everything is quickly 
redrawn and what was in front is now in 
back or to the side. It seems a remarkable 
programming feat to put all this on one 
high-density disk in an age where enter- 
tainment programs can occupy 10 
megabytes of hard drive space without a 
second thought. 

All of the commands for building, 
equipping, and repairing the city are in a 
"toolbar" which can be located anywhere 
within the screen that the player chooses. 
The icons in the toolbox provide pictures 
that represent the different functions nec- 
essary for city management. Some of the 
icons have built in pull-down menus that 
list the variety of choices within each cat- 
egory. One can hold down the shift key 
and click on any icon button in the toolbar 
and get a complete description of what it 
will do. 


Toolkit Supreme 

Many of the tools will be familiar to 
those who have used the earlier version of 
SimCity. 

The terrain is marked off into grids and 
each section of land can be zoned as either 
Residential, Commercial or Industrial. 
One can use the selected tool by clicking 
and dragging diagonally to make a rectan- 
gle that is to be zoned or other selected 
effect. This can be as big as you want and 
covers any non-level terrain, roads, or 
whatever else may be in the way of a pre- 
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set size. There are subcategories within 
these choices. The player can choose 
between dense or lightly populated zoning 
in each of these three types. 

The bulldozer icon in SC2K has all the 
terrain editing features built in rather than 
as a separate program. One can raise or 
lower the countryside as one sees fit with 
its menu choices. One can of course still 
have the fun of using the bulldozer for 
urban renewal in direct clearing mode. 
The buttons for linear items like roads, 
rail, and pipelines can be placed much 
more easily in that they now highlight the 
area of squares where the road will be 
built when you drag the mouse and 
release the mouse button. This make 
putting in straight roads and the various 
types of mass transit much easier. 

As the city grows the citizens will begin 
to demand things from the government. 
They need the government to provide 
emergency services. They want schools 
for their children. They want recreational 
facilities such as stadiums and parks. As 
Mayor of the city, the player needs to 
keep informed as to what is going on 
within the city. The manner in which the 
player can keep abreast of what is hap- 
pening is provided by several sources, one 
of which is the local newspaper. As new 
developments occur the newspaper will 
announce what is happening in the city as 
well as how the people are feeling. 


Squeeze of the Hand 

Another method of information gather- 
ing is by obtained it directly from the city 
officials. In the budget window where it 
shows how much of the budget is allotted 
to each of the city services there is a win- 
dow that can be selected to listen to what 
each of the city officials has to say about 
their department. The Fire Chief, the 
Chief of Police, the tax collector, the city 
planner, and various other officials all 
have their input as to what is needed in 


their respective areas. 

As in the original SimCity, there is a 
map window for input in SC2K as well. It 
gives one information about where the 
traffic is too heavy or an area that has pol- 
lution problems by clicking on the appro- 
priate icon button and its sub-menu. This 
is a valuable tool in analyzing where 
things are going wrong when the newspa- 
pers become filled with stories about traf- 
fic, crime and so forth. 

Obviously, all of the needs of the city 
cost money. 

When a new city is started, there is 
money in the treasury, the amount depen- 
dent on the level of difficulty you choose 
as the starting point. Each segment of 
road, each line of electrical wire, each 
square of zoning costs a certain amount. 
As the city grows the increased population 
pays taxes and this provides income for 
the city. If the growth maintains a posi- 
tive trend then the income from taxes is 
sufficient to support the city’s needs. 
However, if a good balance is not main- 
tained between residential, industrial and 
commercial occupants, then the commu- 
nity will not be able to support itself. 

Since taxes provide income it would 
seem to be a good idea to zone huge areas 
for residential use. People will move into 
the houses, pay taxes and the city will 
grow. However, this model community is 
based upon the real world and as such 
these people have to be able to work to 
bring home money to pay the taxes. 

Thus we have the need for industry to 
provide jobs. A good balance between 
industrial employers and residential is 
good in more than one way since industri- 
al properties pay taxes also. However, the 
industries are producing “goods” and 
there needs to be a demand for what they 
produce. If there is no demand for these 
goods then the industrial companies will 
fail, not be able to stay in business, and 
thus the residents will be unemployed. 


Herein lies the need for the commercial 
businesses to demand the goods from the 
industrial sector. 

As you can see, it is the law of “supply 
and demand” which makes SC2K the 
challenge that it is. 

A new twist in SC2K is that we aren’t 
alone in our “little” town, we now have 
neighbors on all sides. This is interesting 
in many ways as a control to see how you 
are developing in comparison to your 
neighbors. Furthermore it provides other 
markets for the products of the factories 
and businesses in your city that makes the 
simulation even more realistic. 

The concept is simple but the execution 
can become taxing (no pun intended) 
especially when all of the variables are 
added to the formula. Yet SC2K lets 
those familiar with the interface of 
SimCity start out in an intuitive manner. 
SC2K gives the player an abundance of 
measuring devices to gauge how well, or 
how poorly they’re doing. Getting famil- 
iar with these measuring tools can take 
some time but it is entirely possible to 
build a successful city without fully 
understanding all the functions of all the 
tools. It can be a very rewarding “learn as 
you go” process. 

The infrastructure of SCK2 is much 
deeper, in that we now have the options 
and demands of such matters as water 
supply pipes, subways, and other interest- 
ing things lurking under our city in need 
of our innovative design and maintenance 
concepts. The city window is available in 
three levels of magnification, as well as 
the underground layer of pipes and sub- 
ways. The tools are still functional at 
these various levels. 

As the growth of the city reaches cer- 
tain “milestones” the player is rewarded 
with certain achievements. After the pop- 
ulation of a city reaches 2,000 the game 
rewards the player with a new house. As 
the Mayor of the city the player can then 
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place his house wherever desire 
the population reaches 10,000. 
90,000 and 120,000 there 


Visual Jamming 
The program is jam packed with visual 
rewards. As the Sims continue to build 
; include many structures and 
es that would be found in almost 
As the game prc 


resentations can be quite int 

There is a drive-in movie theate 

plete with cars and the latest 

“SimAnt studios" on the screen. When a 

high-rise building is being constructed the 
struction crew brings in an enormous 

crane with which to build the upper sto- 

The "squares" that represent sloping 
n have rubble and such thi 

that are affected by Mr. Gravity, 

to the bottom, rather than cov 

entire area as on one of the level tiles. 

There are convenience stores, luxury of the traffic helicopter and cli 


tenements and warehouse mouse button. If the tool is placed cor- to get you started type “joke” (without the 
all depending on what the Sims rectly both the player and the pilot of the quotes) during the game, now see what all 
perceive is appropriate for the area as you helicopter will receive a surprise. else you can discover. 
are arranging the rest of the infrastructure As with most of the "S games from The audio in the program is high quali- 
and zonir When the airport is con- Maxis, there seems to be a penchant for ty and interestir well. This ranges 
structed a traffic helicopter flies over the extras hidden within the program. These from “busy ” background music to all 
city and reports on the traffic situation. If are often referred to as “easter e; inthe the sound effects that accompany a com- 
the player wants an "extra" they should world of computer software. Most of munity. Sirens for the police and fire 
use the “centering tool” over the middle these “easter in the previous Maxis — departr chool bells for the schools, 


*PC GAME OF THE YEAR" 


— GAME PLAYER MAGAZINE 


*READER'S CHOICE AWARD" 


—MULTIMEDIA WORLD 


*GOLDEN TRIAD AWARD" 


— COMPUTER GAME REVIEW 


"COMPUTE'S CHOICE AWARD" 


— COMPUTE 


*BEST GRAPHICS AWARD" 


—VIDEO GAMES AND COMPUTER ENTERTAINMENT 


| & File Speed Options Disasters Windows Debug NewsPaper their stories “written up” in the newspa- 
ov 1907 <Rarebitine> $230,602 pers using a singular verb, while I can't 
7 fe think of many stadium type 
that have a singular name t 
this. Maybe the proof r 
were fans of the Florida pro basketball 
team names? There are also some "f 
that I am not sure are intentional. If 
the player inadvertently puts a power line 
down the center of a road, the power lines 
do not appear but he city budget is 
charged as if it had been done 
Conversely, this also occurs on some 
squares that are occupied by power lines 
and the player attempts to put down a 
road. There are times when the road does 
not get built but again, the city budget is 
charged. Maybe this simulation is too 
realistic in this aspect. 
SimCity 2000 is entirely addicti 
Once the game begins, the movements o 
the city and the challenge of well man- 
aged expansion captivates the player. 
ambulance sirens for the hospital and 5 7.0.1 & SC2K will be responsible for many “all 
playground noises when a park is built. culties such nighters” in w| the player will sudden- 
There are airplane noises for planes flying as trouble getting the roads to conform to ly realize that it is no longer night, but 
nearby, not to mention the squeal of the the terrain and still lead somewhere. early in the morning. | can think of very 
airplane's rubber tires when the plane There are also some glitches in other areas few sequels that surpass the original, but 
touches down, or the explosion when of graphics and sound that show up peri- this one definitely does. SimCity 2000 is 
there is an airplane crash. odically. In rotating the ci metim a great addition to anyone’ ftware 
the buildings (especially arg y, € i special treat for 
Mac Details are just dark brown squar 0 those not previously familiar with the con- 
On the whole SC2K is very stable — in the rotated view. The sports teams have cept of Sims.Q 


“SPA AWARD” 


BEST SPORTS 
PROGRAM 1993 


— SOFTWARE PUBLISHERS ASSOCIATION 


“THE BEST GOLF GAME 
ON THE PLANET!” 


—PC HOME JOURNAL 
“#1 SELLING 


ENTERTAINMENT 
PRODUCT IN AMERICA.” 


—PC RESEARCH (OCT.'92) 


SOFTWARE INCORPORATED 
4910 W. Amelia Earhart Dr., SLC, UT 84116 


Reader Service No. 89 


REVIEW 


Published by 
aap 


Designed by 
Several Dudes 
Holistic Gaming 


_ Systems 
IBM PC 


Graphics 
SVGA 


Requirements 


DOS 3.3 or better, 
640K RAM, mouse 


Supports 
Modem 


d Players 
Upto4 


Merchant Prince 


by Tim Keating 


erchant Prince is QOP's 
latest offering, and like most 
QQP games, careful atten- 


tion has been paid to every detail. The 
level of graphical sophistication is per- 
fect for the genre. The game is rendered 
in crisp, attractive 256-color graphics 
with a minimum of animation. This 
makes it look good, without slowing it to 
a crawl, even on a 386. Unexplored 


able to handle it without even reading 
the manual. The buy and sell screen 
shows what a transport has in its cargo 
holds and the price at which it was 
bought. It also shows what the city is 


selling and what it will pay for cargo. 
Sell what you have for more than you 
paid for it, and you make a profit. Then, 
by consulting the commodities screen, 
only a mouse click away, an enterprising 


areas are overlaid with a sepia-toned 
representation of the map — which gets 
less accurate the further one gets from 
Venice. Using this instead of a black 
void is an especially nice feature, and 
one which I believe is unique. 


Let's make a deal 

Players control one of four merchant 
families in 14th Century Venice. Using 
four different types of ships, each with a 
different speed and cargo capacity, as 
well as mule and camel trains for over- 
land travel, merchants explore the world, 
searching for cities to trade with. They 
then transport goods from city to city, 
buying low, selling high and hoping to 
avoid pirates, bandits and storms, all of 
which can result in the loss of an expen- 
sive load of cargo. 

Trading is effortless. Anyone who 
has played Railroad Tycoon should be 
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entrepreneur can find a place which will 
buy what this city is selling, stock up, 
and head out. Simple, right? 

Actually, trading, although imple- 
mented very nicely, just scratches the 
surface of Merchant Prince. Once a 
couple of complementary cities have 
been located, one can establish a trade 
route. This is essentially a “program” 
followed by a group of ships or land 
transports. The group will travel to City 
A, load up on cargo, travel to City B, 
sell the cargo and fill up with something 
else. Programming trade routes is a 
snap, and they may include up to four 
different cities. 


Pop the Pope 

There is also intense political intrigue. 
Players have the option of dabbling in 
church affairs by "buying" cardinals, 
who generate revenue through the sale 


of indulgences, and count as votes when 
a new Pope is elected. Or, by bribing 
senators to earn their loyalty, one can be 
elected Doge — the political leader of 
Venice — which allows one to set the 
level of taxation and appoint the posi- 
tions of Council Head, Admiral, General 
and Minister of Construction. Each of 
these positions allows certain other 
options. The Minister of Construction, 
for example, receives a budget which 
can be spent to build roads. 

There are numerous other elements to 

round out the game. Family unpopular? 
Rectify this by throwing a party or spon- 
soring a work of art. Control twelve car- 
dinals and impatient for the current Pope 
to die? Have him assassinated. 
Likewise, a popular opponent can be 
slandered, his villa torched and merce- 
naries hired to capture his cities out from 
under him. Make no mistake: this game 
can be played as just another trading 
game, but it has the potential to be 
much, much more. 
Still, there are a few features which 
would have enhanced gameplay. The 
map doesn’t allow crossing from one 
edge to another (i.e. the world is flat). 
This is historically accurate, but annoy- 
ing. An option to toggle this on and off 
would be great. Also, a provision to 
trade intelligence with other players, or 
buy it from cities, would make explo- 
ration much more worthwhile — uncover 
large parts of the map, then sell the 
information to other players! 

Finally, when using random map gen- 
eration, there were some landbound 
cities on small continents which could 
not be reached, as there were no coastal 
cities from which to start a mule train! 
The option to put camels and mules on 
ships would make the game much more 
playable. It should be pointed out, how- 
ever, that I was playing a late beta ver- 
sion, and the folks at QQP seemed very 
interested when I mentioned these 
options. The game should be in stores by 
the time you read this, and maybe we’ll 
see some of these features implemented. 

Overall, Merchant Prince is a game to 
avoid — if you want to continue to get a 
reasonable amount of sleep! If you enjoy 
trading or simulation games, you are like- 
ly to find this game very addictive. Don’t 
say we didn't warn you. . Q 
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* Real Graphics: Experience all 
new Papyrus 3-D Super Texture" 
technology. Bit-mapped cars, 
tracks, terrain and scenery, 
accurate down to the last detail; 
including billboards, paint 
Schemes and decals on actual 
IndyCars. Tread marks "groove" 
every turn to help you find the line. 


From the creators of 

Indianapolis 500^: The Simulation™ 
First in a series of Real World 3-D 
Racing Games 


Available 
November 1993 


* Real Game Play: Gobs of 
Newtonian physics calculate real 
car behavior...speed, chassis, 
engine set-up, tire temp and wear, 
fuel load, track bank, etc... 
hundreds of calculations per 
second. What you do makes a 
real difference. 


* Real Race Tracks: Michigan 
International, Laguna Seca, 
Milwaukee Mile, Long Beach... 
you get it all in IndyCar" 
Racing...right down to the grass, 
fans, stands and six real TV 
camera-type replays from 
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* Real Set-Ups: You choose wing 
angles, tire types and pressure, 
suspension, camber, gearing, and 
more. Adjust turbo boost, brake 
bias, roll bar settings from the 
cockpit. Custom tune engines in 
the dyno room. (Or take the default 
car and hit the track running.) 
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by John Beaderstadt 


Omnia Gallia in tres pars divisus 
est." That's the first line of 
Julius Caesar’s “Commentaries”, 
and there probably isn’t a Latin student 
in history who hasn’t translated them 
(“All Gaul is divided into three parts"). 
It begins Caesar’s tale of his conquest 
of modern France and his incursions 
into Britain and Germany. You can 
join his campaigns, as well as follow- 
ing Pompey into Syria and Israel, and 
Scipio Africanus against Carthage, by 
playing Mindcraft's new game of siege 
warfare, Walls Of Rome (WOR). To 
be sure, the game’s title is a little of a 
misnomer, since Rome's walls are only 
part of the picture; you deal with seve: 
al other walls as well, from Hadrian’s 
Wall in Britain to Carthage on the 
Mediterranean to Carrhae in Scythia. 


T= 


History, it’s not 

A word of warning right up front. 
Those of you who are looking for spe- 
cific great sieges of the Roman Empire 
are going to be disappointed; Alesia 
has already been asked after (Can you 
say "contravallation"? Sure, I knew 
you could — now try “Vercingetorix”), 
and it's not here. Instead, Mindcraft 
has opted to give the player several 
generic and/or representative scenarios 
meant to feature different situations 
and sorts of troop types (on the other 
hand, there's no documentation about 
the specific scenarios, nor any exterior 
indication of what each scenario 
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involves, so the player will have to 
make notes as he explores the available 
selections). All is not lost, though, 
because there an editing/design tool is 
included in the package. 

Owners of Mindcraft's older Siege 
are going to feel pretty much at home 
here since, on the surface, WOR would 
appear to be almost a straight copy of 
the earlier game minus the fantasy ele- 
ments. This is deceiving. The pro- 
grammers have certainly retained the 
best parts of a very successful game 
engine, but they've also tweaked, 
poked, prodded and added. Perhaps 
the editing tools are the most obvious 
example; Siege had a battle editor, 
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Walls of Home 


where you could play around with vari- 
ous troop types and weaponry but were 
limited to the maps and castles provid- 
ed. Not only does WOR offer a battle 
editor similar to this, but there is a 
complete map editor as well, with vari- 
ous kinds of terrain and wall styles. 
Build your own Alesia, then, although 
the historical battlefield's 25 square 
miles will have to be represented by 
just a section of the walls and sur- 
rounding landscape. Myself, I’m going 
to try Massada as soon as I become a 
little more familiar with the controls. 


Short Shallow 
Learning Curve 

And learning the game shouldn't 
take long, either. Even if you never 
saw Siege, the interface is extremely 
easy to learn, and a tutorial takes you 
through the first several actions. A 
menu bar across the top is labeled for 
the Options, Reports and Commands 
drop-down menus. "Options" not only 
contains the usual game controls (Save, 
Quit, etc), but also toggles markings 
for your objectives, and range circles 
for your missile-firing units and 
artillery (ballistae and catapults). 
"Reports" contains several items that 
are informational only (odd little items, 
such as letting you know who's win- 
ning, and by how much, 
and what the body count is). 
"Commands" is the menu listing all 
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commands it’s possible to give your 
troops, and is context-sensitive accord- 
ing to the group and it’s overall situa- 
tion; you can’t give an order that can’t 
be carried out. The left side of the 
screen is a column of buttons that aug- 
ment the Commands menu. Here, you 
can relocate groups, divide and merge 
groups, order properly-equipped units 
to perform engineering tasks (such as 
tunneling under and collapsing walls, 
or tunnelling under and intercepting 
such units) or enter the barracks to 


"ARMORED 


form up new groups. One item that is 
very useful is the Health histogram 
(straight out of Siege), that toggles the 
on-screen soldiers into bar graphs, 
showing you very clearly whether it’s 
time to rest and refit individual units. 

The battle depictions are the most 
familiar item of all. There are three 
magnifications of the field: “Strategic” 
shows you the entire field and “Area” 
is more mid-grade. “Local” is what I 
call the “Pigeon’s-eye” view; this is 
straight down from an altitude of about 
50 feet, and always makes me imagine 
what a bird must see just as he cuts 
loose. The first two magnifications 
show your men as small, colored 
blocks, while the pigeon sees every- 
thing as a three-dimensional, lifelike 
target. 

Troop types and weaponry aren’t too 
obvious from this angle, but you can 
always pause and call up the Eyeball 
cursor icon and use it to look around. 
You can, by the way, see where all the 
enemy forces are, as well as examine 
them; the fog of war is unknown in this 
game, which is one thing that I wish 
hadn’t been carried over from the older 
game. 


Battling 
Among the Stars 


Victory conditions are rather nebu- 
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lous, and there’s an incredibly complex 
set of rules the computer follows in 
deciding a winner. Within the time 
allowed for the battle (several days, 
usually), a winner is declared if “the 
attacking army...is able to occupy more 
than 50% of the total region’s value for 
a period of 10% of the battle’s length 
or | day, whichever is longer.” Got 
that? There's more: alternate condi- 
tion 5 (of 6) states that “if (the victory 
marker is) red and the battle is at least 
half over the defender wins if he out- 
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numbers the attacker.” And so on. 
Luckily, the player doesn’t have to deal 
with any of this, he can just play the 
game. 

I wish there was a computer-vs-com- 
puter setting, since the battles are real- 
ly fun to watch. From the Pigeon 
View, Greek Fire looks like napalm, 
and the carnage is incredible when a 
flaming rock strikes the center of a 
group that is carrying pots of the stuff. 
The stuff is both lethal and versatile; it 
can be delivered via ballista or cata- 
pult, or even by arrow, and defenders 
can also pour it on the heads of the 
attackers — I think it’s the only thing 
that can destroy siege towers. 

By the way, siege towers were, in 
Siege, static constructions that had to 
be built in the exact place they were to 
be used; here, they can be built far 
back out of enemy range and moved up 
into position. 

Getting back to carnage (always a 
favorite topic at parties — at least at 
the parties I go to), WOR isn’t as sani- 
tized as most other games. Oh, I don’t 


mean that you're going to see a lot of 


blood and gore, a la Mortal Kombat, 
but the battlefield doesn’t get tidied up 
as the game progresses. Bodies stay 
exactly where they fall, equipment 
stays where it was dropped (until you 
decide to send someone to pick it up) 


and broken gear stays put. The only 
thing missing is smoke from burning 
buildings and whatever. 


Were they 
stupider back then? 

I have to confess I’m just a little 
dubious about the AI (but I'd better 
mention that I haven't been able to put 
this game through the wringer as much 
as I want, or as it deserves). I haven't 
seen the computer do anything really 
stupid, nor have I seen it cheat. Still, 
the CP seems awfully slow to reload its 
Greek Fire missiles (kept in the bar- 
racks, with all the other equipment and 
recuperating troops). It also seems to 
prefer using new siege towers and 
artillery, rather than pieces that it used 
just a few minutes before. The effect 
is, then, for the defender, that he 
should do everything possible to sus- 
tain the first couple of assaults; the 
computer-attacker will use itself up by 
then. 

At least, that's the way it worked in 
the tutorial, which admittedly was 
designed to give the player practice as 
the attacker, not the defender. When I 
tried to attack in one of the regular sce- 
narios (the Parthians were walled up in 
Tunisia) I got my little hiney kicked 
but good whenever I stuck it outside 
the barracks. Difficulty, then, seems to 
be a function of each battle's individ- 
ual design; there are certainly no diffi- 
culty settings in the game controls. 
This is probably more realistic; there 
are no difficulty controls for the real 
world, either [wouldn't it be nice 
though?]. 


It's fun... 
and it's attractive 

“Simple to play, difficult to master,” 
is getting to be one of those cliches that 
just won’t go away. Still, it does 
describe Walls Of Rome. | was play- 
ing on my own, without the tutorial, in 
about 15 minutes, only occasionally 
ooking up specific information in the 
manual. All the subtlety of the game 
appears to be in what you can do with 
it, which is probably the highest com- 
pliment you can pay a wargame. It 
probably isn’t the most accurate simu- 
ation, but it doesn’t claim to be and, 
besides, I’m coming to realize just how 
rare true simulations really are. It is 
both fun and attractive, and I haven’t 
ound anything in it that jars my sus- 
pension of disbelief. Judged solely as a 
game, then, I think l'd give WOR a 
B+, but raise it to an A- based on the 
atmosphere it manages to evoke and 
maintain. Bottom line: this game is a 
keeper. 
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1 Casualties: Œ E 
Dead: 39 36 


Wounded: 94 95 

Missing 23 31 E FA] 
1 Bln combat: Brockenbrough's H| 
1 Bln combat: Pettigrew's Brigade 
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ettysburg provides an enjoy- 

able simulation of the culmi- 

nating point battle of the 
American Civil War. After the Civil 
War, the art of war would never be the 
same and after this battle, the south 
would not have another opportunity to 
win the war. The game's documentation 
is adequate, if a bit sparse. If you want 
to learn more about the battle, read the 
book The Killer Angel's, which provided 
the basis for the movie Gettysburg. The 
game is simple enough reading the docu- 
mentation is not necessary, and there is 
always the On-line help found in all 
Windows programs. 

Installation is straight forward, with- 
out any fancy decisions to make. Once 
completed, the computer reverts to the 
Program Manager screen and you sim- 
ply click on Gettysburg to start the 
game. The opening graphics are noth- 
ing to speak of, a short narrative on 
“Lee’s Bold Plan" which does not even 
clear the screen. Clicking the mouse 
button sends execution into the pro- 
gram proper. 


Map Aesthetics 

An uninspired ‘antique’ map of the 
Gettysburg area is displayed. The color 
map is more useful in managing the 
battle, so I switched to it right away. 
Unit icons are similarly lacking. There 
are little silhouettes of infantrymen, 
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cavalrymen, and artillery pieces inside 
small squares. No unit designations are 
displayed, so it is difficult to know who 
is who on the field. While this keeps 
map clutter to a minimum, it does not 
allow you to follow the historical 
course of the battle. Facing is shown 
by a line and oriented by a separate 
command. A compass rose is displayed 
(North is to the left of the map instead 
of the top). The entire battle area is on 
screen, so the map does not have to be 
scrolled (a real plus), however, this 
leaves the player with no idea as to 
where his off map units are. A larger 
map showing these units would have 
been a nice touch. 

You can play in a historical or free 
play mode and the computer will play, 
or assist in the play of both sides. The 
first time, just watch the historical ver- 
sion of the game under computer con- 
trol. The historical game follows the 
sequence of maps in The West Point 
Atlas of American Wars fairly closely. 
Even in historical mode, you can issue 
your own orders to units, changing the 
course of history, however; at dusk, 
they will return to their historical posi- 
tions. 

Another positive aspect of the game 
is that it does not use hexes. Instead, 
you click on the unit you wish to move 
and drag the mouse to its objective. 
This is a simple, yet elegant method of 


movement which is used in many naval 
games but has found itself only into a 
few land games. The icons change 
appearance based on whether the unit is 
fighting or moving, or standing still. 
Movement across the battlefield is fast. 
Even though the documentation says 
different type units move at different 
speeds, I saw no evidence of this, nor 
does the type of ground units traverse 
seem to make a difference. 

The game is easily playable in an 
hour, which allows you to pay attention 
to your surroundings instead of becom- 
ing oblivious to them as is usually the 
case with a game of larger scope. 


Commands 

Most commands are issued from the 
"Tool Box" which may be moved to 
minimize its interference with the 
game. From here you can start, stop, or 
go through the battle step by step. You 
also aim (align the unit on the battle- 
field), set engagement or disengage- 
ment criteria, entrench, or check the 
health and strength of the units of your 
command. You may also call up a bat- 
tle summary to see how you are doing 
overall. 
Engaging allows you four options: 
hold your ground and fire when fired 
upon, seek the enemy out at long or 
close range, or inform the commander 
efore firing. By setting disengage- 
ment criteria, you can immediately dis- 
engage, tell your troops to die in place, 
or disengage when casualties are heavy. 

The aim command is extremely 
important. As I mentioned above, you 
control the facing of you troops in thir- 
ty-two points of the compass. It is also 
used to adjust the depression or eleva- 
tion of the artillery. This utility enables 
your to observe the fall of shot and 
adjust the bursts accordingly. There is 
also a nifty little diagram showing the 
view of the terrain from the guns. 
Unfortunately, the adjustment of eleva- 
tion is clumsy and slow which does 
nothing for the game. It would have 
been better just to enable the player to 
click on the desired target and let it go 
from there. 

You can select units by brigade, divi- 
sion, corps, or by name. You can also 
designate a rectangular area on the 
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map, and you will be able to issue com- 
mands to all the enclosed units as a 
whole. Units awaiting commands have 
a blinking border. I recommend 
Brigade as the most flexible level of 
control. 

You can turn on a casualty overlay 
displaying brown squares at battle 
sights. The denser or darker the 
squares, the higher the casualties. 
Battles are indicated by red circles. 
The larger and more intense the battle, 
the bigger the circle. These two fea- 
tures are extremely useful in giving you 
an ability to see the battlefield and 
instantly determine the critical places to 
mass your units on the battlefield. 

Even in free play, the computer will 
direct your units to disengage and head 
for the best defensive terrain. The 
computer AI is not very intelligent and 
will not take advantage of an open 
flank or wheel a unit to fire down the 
long axis of an enemy unit (which 
would minimize your casualties and 
maximize theirs). It merely batters 
away at a point on the line until it 
breaks through or disengages. It is rela- 
tively easy to defeat. 


Field Notes and Bitmaps 
One of the more interesting things in 
the game is the Field Notes feature. 


Turning this on allows you to see some 
historical commentary about phases of 
the battle, as well as receive spot 
reports as to what is happening on the 
field to your units. It is not a substitute 
for a good book on the battle, however. 

A less useful feature are bitmaps of 
the commanders involved in the battle. 
You can view them in paintbrush or 
delete them to conserve hard disk 
space. 

All the overlay items, unit icons, 
brigade lines of deployment, engage- 
ment circles, and casualties can be 
turned on or off as you desire. I recom- 
mend you only turn off the casualty 
overlay. Otherwise, you will not be 
able to read the battlefield. It may be 
necessary to momentarily turn off all 
the displays to examine the map. The 
field notes, however, may be safely left 
off. 


Winning 

To win as the Union Player, all you 
have to do is watch where the computer 
is attacking and thicken the line there. 
Retreat when necessary to keep your 
casualties low and move to high ground 
(best) or trees (not so good). If you 
have a personal need to attack, wait 
until late in the game when you have 
numerical superiority and attack from a 


flank. 

For the Confederates forces, you 
must concentrate early on, blow 
through the screening cavalry, and beat 
the Union forces onto the high ground. 
Since the Federal forces are strung out 
on the march, you can defeat them in 
detail. If you push the forces of units 
on the map to over 50%, you will win, 
so it is possible to win the battle on the 
first day when the Rebels have numeri- 
cal superiority over the Yankees. After 
the end of the second day, winning for 
the Southern player is much more diffi- 
cult due to the increasing build up of 
Northern forces. 


Conclusion 

Gettysburg is not particularly high 
tech, but it is easy to learn and quick to 
play. As a tool for better understanding 
the battle, it leaves something to be 
desired since you cannot display unit 
designations on the map. It is notable 
in doing away with hexes and not hav- 
ing to scroll the map to see what is 
going on. The game does not support 
two player play very well, since every 
order and movement is clearly visible 
to the other player. I would recom- 
mend it as a beer and pretzels kind of 
game, one which is enjoyable if you do 
not have a lot of time. 


Designed by 
David Lester 


Published by 
Impressions 


Systems 

286+ PCs with 640Kb 
ram (needs about 
600Kb), 4Mb of hard 
disk 


Graphics 
VGA (320 x 200 256 
colour) 


Sound 

Adlib, Adlib Gold, 
Aria, Roland, 
SoundBlaster, 
SoundBlaster Pro, PC 
Speaker 


Supports 
Mouse, keyboard 


Global 


by David Bolton 


little worrying that so many gamers 

have a burning desire to conquer the 
world. The list of games which allow 
this is long: Empire, Civilization, 
Warlords and Risk are just some of the 
more popular. Impression’s Global 
Domination is the latest but doubtless 
not the last. 

Designed by Impression’s President, 
at first glance, GD looks like a Risk 
clone with a map divided into thirty or 
forty different size countries. The ances- 
try with Risk is certainly there but only 
in the same way that Civilization is sim- 
ilar to Empire. 

GD continues the growing trend of 
including a computer map generator. 
Fighting on the same old world, even if 
it is the one we live on is just not 
enough nowadays. The GD map genera- 
tor gives a choice of balanced landmass, 
many islands or a large continent. 
Terraforming is easy, just press the but- 
ton, wait two minutes and bing, out pops 
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I: quite surprising, and probably a 


Domination 


a newly made map to be saved for later 
use. While the map is being made the 
process is shown on screen and can be 
halted in mid creation. 

Each game has two to five players in 
any combination of human or computer 


players. Computer players are picked 
from a list of nine historical leaders, 
from which a certain Adolf is shown in 
the manual, but who has been wisely 
dropped from the game (One European 
country just hates to be reminded of its 
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past). Napoleon is diplomatic but devi- 
ous, while Queen Victoria likes lots of 
covert ops and General Custer is judged 
to be competent as a military comman- 
der (Oh yeah!) Computer opponents can 
be selected randomly for more of a chal- 
lenge. 

Game play is turn based with a ran- 
dom order of players. A panel of icons 
on the right hand side controls every- 
thing. The mouse right button toggles 
between a scrolling map pointer and an 
icon button pointer. This is a bit confus- 
ing at first and players will often find 
themselves scrolling all over when try- 
ing to reach the icon panel. Keyboard 
play is supported, but don’t try it without 
a mouse. 

Each turn consists of placing new 


armies and moving them into adjacent 
areas. Armies are shown as silver bullets. 
in five different sizes. 


At the start, most of the map is unoc- 
cupied and a mad landrush occurs. There 
are limits on movement though; the 
number of armies that can be moved is 
decided by the amount of resources allo- 
cated the previous turn. There is nothing 
quite so frustrating as seeing opponents 
grab land through lack of your move- 
ment. Armies can move between conti- 
nents along marked routes, but only if 
resources have been previously spent on 
fleet transport. 

As land shapes are uneven, some can 
be surrounded by as many as five other 
countries. New armies can be built any 
time during a turn, so doing five builds 
and moves out of the same country in 
the one turn is quite feasible. Once a unit 
has moved into an adjacent country it is 
stuck there until next turn. Trying to 
move an already moved unit is only 
indicated by an error message - some 
kind of marking or shading to show 
moved units would be better. 

All neutrals start undefended (the 
Swedish might disagree with that) and 
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are automatically captured when invad- 
ed. As countries are grabbed, more 
resources are captured. Each country has 
a city marker indicating quantities of 
resources. 

With a good start and rapid expan- 
sion, it is quite easy to win a game in an 
hour, at least at the simplest level with- 
out revolutions or satellite battles. 

Armies are made up from ten types of 
units, ranging from infantry through 
heavy and light tanks and artillery up to 
air ground strike and air combat inter- 
ceptor. There are six standard army 
designs (three defensive and three offen- 
sive), but these can be changed anytime. 
Adding extra units pushes the price up. 
A design is limited to a maximum of 75 
units in an army. Each unit type has 
advantages and disad- 
vantages listed at the 
back of the fifty page 
manual. 

Battles are not fought 
immediately, but take 
place on the next turn in 
the simple or reduced 
complexity games. In 
the full complexity 
game, it can take sever- 
al months until one 
side retreats or is wiped 
out. Passage through a 
country with an ongo- 
ing battle or piling in 
reinforcements there is 
not allowed. 

Only in the full com- 
plexity game can battles be viewed or 
controlled on the satellite map. This is a 
full scrolling screen and shows every 
unit on the battlefield. The battle lasts 
until one side destroys the other’s com- 
mand HQ. Each unit in the battle has a 
health indicator which flashes and 
shrinks as the unit suffers damage. 

As infantry armies move slowest, a 
smaller but faster army can often defeat 
a heavy slow one. The player’s units can 
be computer controlled, or individual 
units ordered to move, patrol, target or 
follow other units. When computer con- 
trol is active, units don’t respond to 
orders; this is not blindingly obvious nor 
it is explained in the manual. 

Wargamers can have fun with the 
satellite battles, but watch out for air 
mobile troops- they can be overrunning 
your HQ within a minute of the battle 
start. Battles last until the predefined 
attack time expires or either HQ is 
destroyed. Satellite battles let the game 
down a bit. Artillery shells travel along a 
‘lazy’ path to the target with part of the 
path horizontal or vertical and the rest at 
45 degrees. Units move in the same 
fashion as well. Granted that it isn’t an 


important part of the game, but this 
could have been done a bit better. 

The simplest game level is about the 
complexity of Risk and doesn’t include 
the satellite battle. Reduced complexity 
brings in diplomacy with alliances and 
pacts. The computer players are very 
well programmed in this respect: there 
aren’t many games around with comput- 
er allies that complain when you aren’t 
attacking a common enemy enough. 

Also introduced at this level is spies 
and as usual this is determined by 
resource spending. Intelligence reports 
show degrees of unrest, stability of a 
computer player and mood, resources 
and treaties. Its useful knowing enemy 
moods- if a player is on the defensive, 
troops can be shifted to face up to the 
more offensive opponents. Military 
action isn’t the only way to defeat an 
enemy. Putting special forces into 
enemy countries can push countries into 
revolt, or perhaps keep the lid on your 
own countries. 

Unlike armies, special forces aren’t 
bought directly. Resources are spent and 
the number of units available gradually 
increases. Special forces can only be 
deployed against enemy players if intel- 
ligence reports for that player are avail- 
able. Another use of Special forces is to 
make an opponent mad, possibly a can- 
didate for the funny farm. That can 
backfire though, and instead the mad- 
man might just declare a holy war on 
you. 

One tactic listed in the manual is to 
push one of your own countries into 
revolt to block the movement of enemy 
troops- nobody can move through when 
this happens, at least until the revolt sub- 
sides, and that can take several turns. 

GD is easy to play and the mouse 
driven interface is fairly slick. There 
are one or two areas that could be 
improved; to fight a Satellite battle 
needs the Military icon clicked, then a 
box on that screen ticked, then exit to 
the main screen and finally the satellite 
icon clicked. This is needed with every 
battle. 

With the extra complexity levels, two 
player modem play and map generator, 
GD has good gameplay and a bit of 
depth. It is fast, playable and certainly 
difficult at the higher levels. The satel- 
lite map is a bit of a gimmick, but can be 
ignored. However it is best to master it, 
as a battle that takes several turns can be 
fought in just one and a small force can 
beat a larger slow one. 

Overall GD is probably not as good 
as Civilization, but it sits well within 
the strategy genre and players of the 
games mentioned before should give it 
a look. C 
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by David Bolton 


'W2:Battles of the South Pacific (WW2BSP) is 
W^: of the few games where a good knowledge of 

the tactics of the era comes in useful. It's doubtful 
if many players of the game have ever actually commanded a 


task force, and certainly not fifty years ago in any case, so a 
little bit of study is worthwhile. Read on. 


WWZ2BSP has been reported as being a little flaky in places. 


Its true, running under DOS 6.0 with a few TSRs loaded that 
the game falls over now and then. The cure seems to be to cre- 
ate a blank boot disk, without HIMEM, EMM386 etc. The 
only thing present should be a mouse driver. With this setup, 
the game plays reliably without crashing. 

Its also evident that the rule book was a bit rushed. There is 
a lot of information in there but the actual organization could 
be a lot better. 

WWA2BSP can be split into five distinct areas: Use of Task 
Forces, Use of aircraft (Carrier & Land based), Land forces, 
Tactical sea battles and Campaign games. These are covered 
below. 


TASK FORCES 

The best tip is to fully understand the principles behind task 
force management. Managing a large number of ships individ- 
ually is an impossible task; hence the use of task forces. AII 
military organizations use task forces even if they don't call 
them that. 

Understanding all the nuances doesn't give a complete 
insight- that takes time. Sometimes a small change in theory 
makes a massive difference. During W.W.II, British Operation 
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Research workers made a small change that halved the number 
of convoy ships sunk by German submarines. They made the 
convoys bigger, adding more cargo ships without changing the 
number of escort ships. That's all, but it worked. It is likely 
that the number of cargo ships in the convoys were sub opti- 
mal for the number of escorts. Reorganizing into larger con- 
voys meant fewer convoys and fewer losses. 

Each player can have up to thirty task forces. Most scenarios 
start with the force split into a number of forces but players are 
free to split and recombine task forces. There will never be 
enough carriers to have one per task force; indeed that's a very 
bad way to fight. 

The major roles for task forces are scouting (destroyers, 
light cruisers), pickets (all warships except carriers), carrier 
forces, submarine forces, invasion forces/reinforcements and 
resupply. The computer player seems to favors dispersion into 
a number of smaller TFs, but experience has shown that keep- 
ing the number of TFs as small as possible is the best way. Put 
it another way: concentrate your forces as much as possible. 
Each Task force can have up to 20 ships in it, so put 20 ships 
there if you can. 

Another principle: Naval mauling matches of the kind 
favored at Jutland etc. (in WW1) are generally far too wasteful 
of resources. Aircraft are very effective at sinking ships etc., 
and should be used in preference to surface combat. Scouting 
is best done by aircraft, but one or two small/fast Tfs near to 
your ports are worth sparing the ships for. The only other 
exception to large forces is submarines. Tfs with one to three 
subs are best. Avoid combat with surface ships except for soft 
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eptember 23, 


targets. Using subs against warships in WW2 is a fast way to 
lose subs. Go for the transports instead. Deny the enemy 
infantry reinforcements and those vital supplies. 

Carriers are the key to everything; carrier based aircraft are 
your eyes and your fists- lose your carriers and you’re blind 
and fighting an enemy who can hit you before you’ve seen 
him. Consequently, carrier TFs should be as large as possible, 
but keep an eye of the TF speed. Do not use carrier TFs to 
fight ship to ship- carriers make lovely targets for battleships 
and cruisers! 

Invasion forces, reinforcement and resupply are only relevant 
in certain scenarios or campaign games. Where possible these 
should be covered by Long Range Cap from airbases or an escort 
carrier. These are discussed in the campaign game section. 
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Aircraft are every bit as important as the task forces. Get 
those squadrons trained up fast with CAP and Search missions 
(this is mainly relevant to campaigns). All start at 50 experi- 
ence and morale and will rapidly become fish food if put into 
battle against better opponents. Each days flying adds another 
point of experience. Also try and win lots of air battles as this 
puts up morale wonderfully! Joking apart, low morale 
squadrons should be rested. Lots of flying without rests drops 
morale. 

The main aircraft missions are CAP (Combat Air Patrol), 
LR CAP which is similar but used to provide cover for distant 
ships or ports, Strike (with Torpedoes, Armor Piercing or High 
Explosive bombs), search, transfer and exchange (used to 
replace obsolete aircraft). It is important to use the right 
weapons (AP and Torps against Task Forces, HE against ports, 
infantry etc.) and don’t change weapons in mid battle. Admiral 
Nagumo made this fatal mistake and effectively threw the bat- 
tle of Midway over it. 

Land aircraft are very effective in detecting enemy forces, at 
least during the hours of daylight. The best way to stop this 
interference is to send a warship TF at night to bombard the 
port. 

In the campaign games particularly, aircraft replacements 
mean that aircraft losses are by and large sustainable. Even 
when supplies run low, replacement aircraft will get through. 
But a few simple rules: sending in bombers or torpedo. 
bombers without escorts is just madness. The computer player 
usually has its CAP patrols and these will decimate unescorted 
aircraft. 
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AIRCRAFT 


TACTICAL SHIP COMBAT 

This form of warfare is a big slog and unless one side has a 
vast superiority, both will suffer extensive ship losses and/or 
damage. There is a bias towards the Japanese in that their ships 
are usually faster and their torpedoes had a longer range, were 
more accurate and had multiple reloads. American guns have 
slightly longer ranges. So if playing the Japs, try and do ship 
combat at night as this starts at close range. Daytime combat 
starts further apart and favors the US. 

The tactical ship display is highly stylized and for many bat- 
tles, it is quicker to just click on autoplay and let the computer 
do your moves. Generally it pulls capital ships away from the 
enemy light cruisers and destroyers, while sending in those 
light forces. 

It is sometimes better to do the fire phase manually, and 
concentrate firepower on one or two of the bigger ships. This 
depends on the scenario. In a long campaign, damaging every 
ship instead of sinking it can be just as effective- aircraft 
have a chance to catch up with the slower moving ships and 
sink them. In short battles, concentrate fire to sink the bigger 
ships first unless destroyers are closing to torpedo range. 
These are then highly dangerous and should be sunk immedi- 
ately! 


LAND FORCES 

In campaign games, ports are needed for refuelling and 
rearming and if the port is big enough, repairing ship damage. 
Transport ships use ports to load infantry and cargo. 

A forward airfield makes a very good place to watch enemy 
movement and to launch attacks. It is however very vulnerable 
to enemy bombardment and aircraft attacks. Before it can be 
used, a base must be established. A base can contain either a 
port or an airfield or both. To operate fully as a base a consid- 
erable number of supplies are needed, at least a minimum of 
10 to have airfields operate. This is both a weakness and a 
strength. Enemy forces can be rendered almost harmless by 
destroying their supplies. 

Infantry in particular require a significant numbers of sup- 
plies to perform attacks. An infantry unit requires five to start 
the attack, but any extra add 50% to the attack. From experi- 
ence, do not make infantry attacks lightly. Co-ordinate naval 
bombardment and air attacks to do the maximum damage 
first and ensure odds of at least 3:1 (counting number of 
companies) or higher. Invasions are slow and messy so get 
high odds. 


CAMPAIGN GAMES 

Without a doubt, managing a campaign is much much hard- 
er than fighting a battle. Each move has to be carefully thought 
out. Do submarines and aircraft guard the sea lanes against 
surprise attack? Are the supply convoys well protected? Do I 
know where the enemies carriers are? 

Where to advance and where to fallback? The scenario 
decides the specific strategy; before July 42, the Japanese have 
the edge in resources at 12 to 11 resources per day, but from 
then on the US pulls ahead as the Japanese only get 8 
resources per day. 

The key to successful campaigning can be summed up as 
establishing, defending and building up key bases. Until you 
have seaplanes doing searches, it is hard to follow enemy 
moves and harder to stop them. 

For the Japanese at the start of the war, press home the advan- 
tage and do as much damage as possible. With hindsight it is 
easy to say that they overextended themselves, but its true. For 
the US, in 1942 defending everywhere will lead to vast losses. 
Instead roll with the blow, but above all keep the carriers 
intact.Q 
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The Blue 
and the Gray 


by John Beaderstadt 


Impression’s The Blue and the Gray 

(BG) so soon after my rather sour 
experience with their Cohort 2 (issue 
#36). The editors insisted, though, and 
much to my surprise | actually like the 
game. It does have a few problems, to be 
sure, but they’re mostly of the nit-picky 
variety, and Impressions seems to be act- 
ing pretty quickly in fixing the more seri- 
ous ones. 


Dl: just a little leery about reviewing 


Two in One 

BG is two games in one. There is a 
strategic level, played out over a map of 
the eastern U. S. (and a large piece of 
Canada, see below), where the war itself 
is fought. When opposing forces meet on 
this strategic map the player is given the 
option of either having the battle fought 
out for him (which only takes a few sec- 
onds), or of suspending strategic play and 
entering the tactical micro-miniature sys- 
tem to slug it out in detail. This last is a 
straight descendant of the interlock fea- 
ture of the Caesar-Cohort 2 pairing 
(actually, the concept goes back to at 
least the Rules of Engagement-Breach 2 
system). Since this feature is completely 
optional, you could even say that BG is 
*three* games in one: strategic, tactical, 
and a combination. 

Dealing with the tactical game first, 
there's presently only one stand-alone bat- 
tle included (1st Bull Run), but data disks 
are under development to add others. 
Gettysburg, 2nd Bull Run and Antietam 
are currently under development for the 
first disk (which will also include a 
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modem-play feature for the strategic game 

modem play may be added for the tac- 
tical game later on). There’s no scenario 
designer, so fans of tactical warfare are 
going to feel pretty limited until the first 
data disk is out. 

To play, you first select the “Historical” 
item from the startup menu. This is fol- 
lowed by an information screen that gives 
you a numeric breakdown of both sides, 
and a specific statement about which side 
is on the defensive. Appropriate music 
plays while you survey this screen (“The 
Battle Hymn of the Republic” for the 
North, and a tune I can’t quite place, for 
the South). Another click here brings you 
to the Main Screen. 

Most of this screen is taken up by a 3D 
map view, with vertical and horizontal 
windows-like scroll bars at bottom and 
right. Various control panels occupy the 
far right side, and game-control options 
are contained in a bar at the top. The map 
view, or Battle Screen, shows a portion of 
the field from about a 30-degree top-down 
perspective, and rows of soldiers from a 
straight-on view (this isn’t as visually dis- 
orienting as it may sound). 


Basic Technologies 

The File menu contains the standard 
Save, Quit, Load, Restart commands, as 
well as a handy Autosave feature. The 
Options menu likewise contains nothing 
unexpected (music toggle, hidden move- 
ment toggle, etc), except that there’s also 
an item that allows your troops to wear 
up to three different styles of uniform 
(according to how they’re armed) and/or 


to be depicted as Black regiments. “Stats” 
will call up an updated screen similar to 
the information screen shown at the bat- 
tle’s start. "View" takes a little more 
explaining than the others. When “View” 
is selected, little placards containing 
numerical values appear above the heads 
of each soldier on the screen. These num- 
bers reflect the current state of that soldier 
according to which specific view has been 
chosen (number of men represented by 
that soldier, morale value, firepower, etc). 
The last View item is the Overview, 
which itself requires some extra explana- 
tion. 

Only a portion of the battlefield (about 
1/10th) can be shown on the 3D Battle 
Screen. Just to the right, though, near the 
top, is the Overview map, which normally 
shows you via a white rectangle which 
part of the field you’re currently looking 
at. Clicking at various places around this 
Overview Map (also called a Micro-map 
on the Reference Card) will shift you 
around to different areas. When in 
overview mode, it has two versions: 
small and large. The small version can be 
cycled around through displays showing 
troop dispositions, terrain, etc, while the 
large version depicts, in a rather blocky 
fashion, the entire field. Either the Main 
(Battle) screen or the Large Overview 
map can be used to watch the battle's 
progress in real-time. 

Next to the small Micro-map on the 
control panel is a brief summary of the 
currently-selected unit's condition. 
Immediately below are a couple of but- 
tons that allow you to select/inspect/cycle 
through each of your units, while below 
these are still more buttons which call up 
the various individual views, duplicating 
the Views menu mentioned above. 

The bottom half of the Control Panel is 
where much of the tactical game is actual- 
ly played, and each item must be correlat- 
ed with the others to produce a coherent 
set of orders. Starting at the bottom left 
are the Mode buttons; these govern 
whether the order is being issued to a sin- 
gle unit (one soldier on the screen), each 
group of pieces, or the army as a whole. 
Above are three buttons that set forma- 
tions according to the current Mode. 
Actual combat orders are set just above 
the formation buttons by determining 
whether target units will be fired at or 
engaged at will, or only by the player's 
specific command. Another button, good 
only in single mode, sets artillery targets, 
and still another can be used to halt move- 
ment. Down on the bottom-right of the 
Control Panel are what I call the three 
Panic Buttons. “Play” is actually just for 
when you've finished giving orders and 
want to set things in motion. “Autoplay” 
is for when you've been at the game for 
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hours, the issue is still in doubt, and your 
Significant Other is nagging you to get off 
the computer; the screen essentially 
blanks out and the computer does a very 
rapid analysis, awarding casualties, wins 
and losses. “Retreat” is for when you 
know the battle is lost and it’s time to 
bugger off. 

If this all sounds a bit complicated, it is, 
and there’s a bit of a learning curve. Still, 
Impressions has included a special tutorial 
that will allow you to edge into the system 
fairly painlessly. 


Scaling and Scrolling 

I only have two complaints about the 
tactical game. First, the Micro-map really 
isn’t all that useful as anything but a 
rapid-transit utility around the Battle 
Screen, a purpose it serves quite well. 


o 


BATTLE OF: Washington. 
FEDERAL TOTALS - MEN HIT FOR DUTY 


The scale is just a little too small for any 
of the views to be very intelligible, and 
the troop disposition view is so dark that 
the unit symbols almost disappear. 
Second, scrolling on the Battle Screen 
during real-time execution is done via 
mouse movement. This would be OK, 
except that the game is super-sensitive 
right here, and the spring tension of the 
mouse “tail” is enough to send the map 
scrolling off with a mind seemingly all its 
own when the player's hand leaves it. 
This is an almost constant problem, and 
the only cure is to lay the mouse on its 
back. Animation, by the way, is a little 
slow and choppy, but I tend to blame my 
386SX-25 more than I do the program. 
You can play the Campaign as a game 
in itself by always opting for the 
Quickfight, but I don't recommend it for 
two reasons. First, you have no control at 
all over your troops, and the computer is 
much more likely to win. Second, just 
playing the Campaign without the tactical 
battles is bloody boring. Unlike the inter- 
linking of Caesar and Cohort, BG's two 
parts (Campaign and Micro-Miniatures) 
were designed to work together. The 
Campaign exists solely to provide a con- 
text and rationale for the tactical battles. 
Generally, the Campaign is played the 
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same as the battles. A (much simpler) 
control panel occupies the right side of the 
screen. The map screen displays about 
one-tenth of the game world and, like the 
battle screen, a micro-map shows you 
where in the world you are. Units resem- 
ble the cardboard pieces that boardgamers 
are used to, with the traditional symbols 
for artillery, infantry and cavalry. 
Railroads and rivers form roadways for 
your trains and ships, which act as trans- 
ports (ships double as combat units, and 
can also travel over the sea). To move a 
unit, first select it with a right mouse- 
click, then left-click on its destination 
(you may have to do this two or three 
times for trains and ships, as these units 
seem to like traveling only in straight 
lines, and will halt at river and rail bends). 
A battle occurs when you order a unit to 
occupy a "square" (the grid 
is invisible) already held 
by an enemy unit or stack 
of units. When this hap- 
pens, the computer will 
make the rounds of every 
unit that is close enough, 
; and ask if you want it to 
* joinin the fight. 

(Before I forget to men- 
tion it, one of the first 
issues to be raised follow- 
ing the game's release was 
that many people were 
having trouble getting their 
troops off of the transport 
units. /mpressions jumped on it immedi- 
ately and came out with a patch in what 
must be close to record time. The patch, 
which upgrades the game to version 1.01, 
also fixes some AI problems that had been 
reported.) 


Field Goals 

The goal of the Campaign game is 
found when you select, oddly enough, 
the Recruitment item from the Main 
screen. Here you will find a Victory Bar 
which, initially, has an arrow centered in 
the middle. As the campaign progresses, 
points are added or subtracted for win- 
ning/losing battles or cities (a special 
option at the game's start will end the 
game with an automatic Confederate 
victory if Washington is taken), and this 
point spread is reflected by the arrow's 
position. This can be a little confusing, 
since the Victory Bar is set up about 
opposite to what you might expect; as 
the arrow moves to the “C” side it means 
the Federals (Union) are winning, and 
the Confederates are ahead as the arrow 
moves to the “F” side. The game ends 
when the arrow reaches either end of the 
bar. 

"Recruitment" is also where some of 
the neatest things in the game are found. 


First, there's the game's version number 
(important to note if you find your trans- 
port giving you trouble — see above). 
Then you can toggle “Cities” to see who 
owns what — necessary when a particular 
city doesn't display an occupying unit. 
"Organization" lets you rename not just 
your army commanders, but the armies 
themselves (Army of the James, Army of 
Northern Virginia, etc). Perhaps the neat- 
est item, though, is “Events”. Enabling 
this will turn on a running weekly com- 
mentary describing the war's actual 
events which pop up at chronologically 
correct intervals. Or, you can choose to 
just sit there and view this commentary 
from start to finish, complete with music. 


Quibbling Critics 

Despite enjoying the game, I do have 
some quibbles. I don't think they're too 
serious, and a couple are pretty personal, 
but I offer them for consideration. 
Foremost, I had the disturbing feeling 
throughout that the development team had 
a little difficulty in really understanding 
the Civil War. Several things seem to 
reenforce this. For instance, players who 
are most vocal in their dislike cite the 
game's historical inaccuracies: Grant and 
Lee are in command from the very begin- 
ning; the “war” starts on July 4, 1861; 
commanders' personalities are totally 
ignored; etc. To be sure, /mpressions 
apparently made judgment calls on all 
these issues. A reply to the personalities 
issue, posted on CompuServe, acknowl- 
edged that this hurt the game's accuracy, 
but stated that adhering too closely to too 
many considerations would also hurt the 
game by forcing it to follow historical 
events and, therefore, remove the “game” 
from the game. Answering my own query, 
they explained how they commissioned 
an Englishman, Mark Saunders, to write 
the game's historical booklet because he 
would be “...an impartial historian, avoid- 
ing the pitfall of heralding from the con- 
federate (sic) or union (sic) point of 
view.” These statements, and the reason- 
ing that led to them, are arguable (this is 
the first time I’ve heard anyone imply that 
Bruce Catton or Shelby Foote might be 
guilty of sectional bias), but at least they 
were conscious decisions. 

Other than that, /mpressions wins the 
all-time award for documentation. Besides 
the historical booklet, the player is greeted 
upon removing the shrinkwrap by no less 
than *three* manuals. 

Overall, don’t expect BG to be an accu- 
rate simulation. Instead, it’s a very 
playable game with a Civil War theme. I 
know grognards won’t care for this, and I 
admit I had some problems with the idea, 
but Impressions is finally finding their 
stride and I’m glad to see it. 
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Game Awards 


Unfortunately, the foremen and tailors got a tad mixed up and decided to pour cement down our tuxedos. Permanent press, | suppose. 


W: it's that time again when we dust off the trophies, pour fresh cement for the sidewalk handprints, and see if our tuxedos still fit. 


So without further ado (and much else to wear), the stiffened staff of Strategy Plus wish to host this black tie gala event and present our awards for 
the best computer games of 1993. Nominees and winners were determined by our stewed, er, esteemed writing staff. Each first place vote earned a 
game 5 points, second place 3, third place 2, and an honorable mention was worth one point. Now then, if only we could count. The overall best 


game of 1993 was determined by singular votes. 


Note: Not every writer had four picks for each category nor did every writer vote in each category. Also, some games could have been included in 
more than one category thus necessitating a judgement call by the editorial staff. The cutoff date for nominations was Novenber 1st, 1993 so many 


late entries will be judged in the coming year. 


Simulations (Flight) 

The following games 
earned nominations as 
the best flight simulator 
of 1993. The team effort 
of Digital 
Integration/Spectrum 
HoloByte which pro- 
duced Tornado, Flight 
Simulator 5.0 from 
Microsoft, Origin's Strike 
Commander, and finally Spectrum HoloByte's MiG-29. 

And the winner is...the dynamic duo of Digital Integration and 
Spectrum HoloByte which produced Tornado. 


Wargames 


While several good 
wargames saw the light 
of day in 1993 the follow- 
ing four were nominated 
for top honors; last years 
wargame and overall 
game of the year, V for 
Victory from Atomic 
Games and Three Sixty 
Pacific, Clash of Steel 
and War in Russia from Strategic Simulations Inc., and finally 
Warlords 2 from Strategic Studies Group. 

With an especially loud twenty-one gun salute first place turns out to 
be none other than SSG's Warlords 2. 
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Simulations (General) 


This somewhat all 
encompassing category 
reflected those games 
which either did not sim- 
ulate a specific aircraft or 
attempted to simulate 
some form of machinery 
other than an aircraft. 
Two nominations were 
elicited from Origin 
which brought out the smash hits of Privateer and Wing Commander 
Academy, the Indianapolis race car simulation World Circuit from 
MicroProse and finally the long-awaited flight simulator extension to 
the Star Wars saga, X-Wing put out by LucasArts. 

And the envelope please...taking the first place prize is LucasArts X- 
Wing. 


Strategy 


Several excellent 
games ended up being 
nominated as the best 
strategy game for 1993. 
Impressions togaed up 
and introduced Caesar. 
Adoring Electronic Arts 
fans were rewarded with 
both Syndicate and 
Space Hulk. Finally 
MicroProse trotted out Master of Orion while New World Computing 
offered up Empire Deluxe. 

The laurels for top honors of a strategy game went to MicroProse for 
their space based strategy game Master of Orion. 


Strategy Plus 


Several strong com- 
puter role playing 
games ended up being 
introduced in 1993. 
While we'd like to nomi- 
nate them all the lead- 
ers in the category 
turned out to be; 
Origin's Ultima VII Part 
2: Serpent Isle, New 
World's Darkside of Xeen, Dynamix' Betrayal at Krondor, and the 
teamwork of Westwood Studios and Virgin who brought forth Lands of 
Lore. 

The winning member of this heroic party turned out to be Dynamix 
Betrayal at Krondor. 


Arcade 


While any number of 
games caused our writ- 
ers to scream "tilt", 
here's the list that 
racked up the most 
extra bonus points. 
MicroSoft introduced 
their Arcade Pack, 
S.S.I. banged out 
Flashback, /nterPlay 
churned out Lost Vikings and Dynamix offered up The Even More 
Incredible Machine. 

Strategy Plus would like to salute MicroSoft for their runaway 
Arcade Pack hit. 


Kid's Educational Games 


While any number of 
good educational titles 
came to mind, here's 
our list of top kid picks. 
Broderbund's Where in 
Space is Carmen 
Sandiego, EA Kids 
Peter Pan and 
Scooter's Magic 
Castle and the team- 
work of Coktel Vision and Sierra which produced A.J.'s World of 
Discovery. 

Our report card indicated that EA Kids' Scooter's Magic Castle 
ended up with straight A's. 


Adventure 


Just as difficult to sift 
through was the adven- 
ture gaming category. In § 
any event, the top vote 
getters ended up being 
Activision’s Return to 
Zork, Sierra's Freddie 
Pharkas Frontier 
Pharmacist, Legend's 
Eric the Unready, and 
LucasArts Day of the Tentacle. 

We uncovered 1993's treasure chest as Activision's Return to Zork. 


Several games ended 
up hitting homeruns in 
this category. 
Nominated for their 
excellence were two 
football games, Front 
Page Football Pro from 
Dynamix and Coaches 
Club Football from 
MicroProse, one basket- 
ball game, Michael Jordan in Flight from Electronic Arts and NHL 
Hockey, also from E.A. 

Dynamix ended up quarterbacking the team with their runaway hit, 
Front Page Football Pro. 


The Strategy Plus Game of the Year 


Last but certainly not = 
least, was the unenvi- 
able task of picking the 
overall best game of 
1993. 

Three games ended 
up getting more than a 
singular nomination in 
this category. First was 
the SPlus Strategy 
Game of the Year, MicroProse’s Master of Orion. Of equal importance 
was the winner of the CRPG Game of the Year, Dynamix Betrayal at 
Krondor. The final nomination was, LucasArts X-Wing. 

The winner of the 1993 Strategy Plus Game of the Year goes to our 
pick, Dynamix’ Betrayal at Krondor. 


Listed below are the fine writers that voted on these still finer games. If you disagree with their choices, kindly allow them a ten minute headstart 
onto the highway. For those less inclined to be as forgiving, remember the adage ‘the pen is mightier than the sword’? Well, both puncture 


Goodyears... 


Steven Wartofsky, Thomas Basham, Alan Fusco, Michael Robel, David Bolton, Nick Svolos, Steven Gordon, Andrew Backer, Judith Weller, Peter 
Smith, Leonardo Drago, Steven Bauman, William Larkins, Lee Johnson, Joseph Sewell, William Holmes, Geoff Keighley, Bernard Dy, and your 
Master of Ceremonies, Marc (No, | don't look like a waiter in this get up...a penguin, maybe) Dultz. 


Okay, how do you switch off this mike, anyways? 
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WINNER 
Best Game of the Year — Strategy Plus 


WINNER 
Best Computer Role Playing Game of the Year — Strategy Plus 


WINNER 
Best Role Playing/Adventure Game of the Year — Compute Magazine 


$ 


"Betrayal At Krondor is the best role-playing game to come out in the last 


three years. It's perhaps the best game of any kind this year. Get it." 
— Daniel J. Starr, Game Bytes Magazine, August 1993 


€ 


"Betrayal At Krondor is a stunning game... perhaps the best RPG ever." 
— Bernie Yee, PC Games, September 1993 


€ 


“the best RPG of 1993. 


Dynamix’ first foray into the RPG field looks like a genuine genre-bender.” 
— Shay Addams, Questbusters, October 1993 


+ 


“Betrayal At Krondor is a rare gem. It has broken free of the boundaries of 


common fantasy/RPGs and has set new standards for others to follow.” 
— Jay Kee, Computer Gaming World, October 1993 
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Snake Bytes we'd love 
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This month the serpernt | tikes. some bytes from 
Lands of bone, fons and: a whole fot more 


Lands of Lore 

If you are wondering what to spend your money on, don’t buy 
weapons. You will find a lot of those early on in the game and 
the money is better spent on red salve from Nathaniel. You will 
get plenty of nice weapons from killing orcs and other monsters 
in combat. As a matter of fact you will really get all the neat 
weapons you need from combat. Save your money for better 
stuff - like a wand of fireballs. 

People are wondering what is the best approach to get into the 
thug’s cave. Try to sneak in. Save your game here and try several 
times if necessary until you can sneak past them. Remember you 
will have to fight them eventually, but it is easier inside the cave 
where you usually only have to deal with them one at a time. 

If you are having trouble getting around and wondering what 
direction you are going, you can get a compass at the inn in the 
Southland Forest. Go to the Inn and get Timothy and then before 
you leave be sure and click on the door on the right hand side of 
the screen. A man will pop out and in after brief exchange will 
give you a compass which will definitely make navigating 
around easier, Thenff with Timothy to find Sir Roland. 

Once at Sir Roland’s some gamers are having trouble with the 
large Orc. The game gives you a chance to run, attack or bluff. 
Select the bluff option and the big critter will leave! 

A lot of people are having trouble with the “gift” for the 
Draracle. There are two different items which are acceptable: a 
jeweled dagger or a silver chalice. Both are found on the second 
level of the cave. In the course of exploring you will get both and 
emerald and an amethyst dropped by the “baddies” when you 
defeat them in combat. On level two you will find a set of doors 
with the sculptured image of the Draracle on them. To get these 
doors to open you need to put those gems in the eye of each door. 
The door that takes the emerald eye will lead to a niche which 
says “Dagger-in, Dagger-out”. You put in two daggers and you 
will get a jeweled dagger back. This is one “gift”. The other is 
found by following the path which the other stone opens. After 
bashing through some walls you will pick the lock on a chest and 
find a silver chalice. You only need one of these — the chalice is 
by far the easier to get than is the jeweled dagger. But take care - 
once you select a route, the other path is permanently closed off. 

A lot of people are having trouble with the large purple slug 
guarding the entrance to the Urbish mines. You will need the 
Green Skull to deal with the purple slug at the mine entrance. 

People are having trouble getting the machine working. The 
machine requires both a gear wheel and some fuel. You cannot 
finish the mines until you get the machine running. Be sure you 
get the pick-axe from the clerk’s office on the ground floor. You 
can get the coal on level three at the end of one of the mine car 
trips. The gear wheel is found on level four amidst some skeleton 
bones — the first time you click on the bones you will find a 
scroll, then you must click again to get the gear wheel. 


Darksun 


People are having a hard time 
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illing Balkazar. Remember 


you were told about his focus? Well his focus is in the adjoin- 
ing room in the form of a mirror. You will need to destroy the 
mirror first with arrows. It will take three different attacks to 
complete the job. Once you destroy the mirror — poof No 
Balkazar! 

Another area that is a source of trouble is trying to get into the 
temple’s healing area when you are at the Megara habitat inside 
the dead wyrm. Well as the ghost tells you, you must bring the 
megara to be healed. The only way to get them to be healed is to 
bring their leader The Blind One into the temple and let him be 
healed and then he will get the rest to follow. The catch here is 
that if you go and kill Balkazar then you can not get The Blind 
One to follow you to the temple. You must take the Blind One to 
the temple first and have him lead the other Megara down there, 
before you kill Balkazar. 

A lot of people are having problems with the final combat and 
are getting wiped out left and right. The final combat requires a 
heavy use of magic and psionic spells — more so than any other 
area of the game. The best strategy is to cast Web and 
Entanglement to trap the enemy and then use spells like Wall of 
Fire to protect you from any who might attack you. Also be sure 
that your party is protected with Psionic spells so as to limit the 
damage from the Psionicists in the attacking party. 


Return to Zork 

A lot of folks are having trouble finding the way to get to 
GUE (Great Underground Empire). Well first of all read up on 
toasting at the Mayor’s office. Then go down to the Old Mill 
and have a few drinks (like four drinks) with Boos Miller. First 
be sure you go out through the door in the Old Mill on the left 
hand side of the screen and remove the chock from the water 
wheel. The sequence to follow is this: get Boos to pour you a 
glass of rye ( want some rye - Course ya do), select toast, pour 
your glass in the plant (after all you can’t get to the GUE if you 
are drunk), and then select drink. Boos, of course, is the only 
one drinking. Now before Boos falls over dead-drunk ask him 
for his keys (do this on the third round) and then on the fourth 
round of drinking and toasting Boos will fall off his chair and a 
trap door will pop open revealing the stairs to the GUE. You 
need Boos’ keys to open the door at the bottom of the stairs. 

At lot of people are having trouble finding more Zorkmids so 
they can pay the blacksmith, rent a room at the inn, or rent a boat. 
Not to fear — there is a money tree near — the entrance to the 
forest. 


Dracula Unleashed 

A lot of people are dying in their final encounter with the 
Count and are ending up being one of his loyal servants. You 
need to have a crucifix with you when you go to the final 
encounter in the game. The good reverend sends a crucifix to 
the Harker house. Get it if you want to survive the endgame. 
However, it is neat to watch the game if you got without the 
crucifix.) 
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"I always wished Sim City had more "game" to it; Caesar has that. Caesar goes far beyond its Sim City origins and 
provides the serious game player with a real lion's feast. Hail Caesar" Computer Gaming World 


"Caesar has the same sort of feel to it that Sim City did, but the game play is much more streamlined, detailed 
and enjoyable. There's also a lot more here than in Sim City...Incredible...a true gem of a game" 
Computer Game Review 


"Highly recommended...near perfect." PC Entertainment 
"Exciting and addicting - not to mention exhausting" Compute 


"It's a Sim City that goes further" Amiga World 


Sim City ™ is a registered trademark of Maxis 


Impressions” 


Committed to Excellence in Strategy Entertainment 
Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 


REVIEW 


Designed by 
Al Lowe 


Published by 
Sierra Designs, Inc. 


Systems 


IBM PC, 
CD-ROM (upcoming) 


Graphics 
VGA 256-Color 


Sound 

General MIDI, Roland, 
Sound Blaster, 
PAS16, 

AdLib 


Supports 
Keyboard, Mouse 


Leisure Suit Larry 6 


by Steven Wartofsky 


arry! Oh Larreee! Where you 
L- and what you been up to, 

guy? Our Quixotic little hero's 
been tilting at windmills in search of his 
Barbarella for some time now, and 
before anything else is said and done, 
congratulations are in order for Mr. 
Laffer, one of the most intrepid and per- 
sistent lounge lizards on the face of the 
planet. Who says the ‘70’s ever has to 
go out of style, eh? 

But seriously, after a few qualms over 
the Loom-like ease with which gamers 
found they could breeze through LSLS, 
fans of the series will be delighted to 
know that Leisure Suit Larry in Shape 
Up or Ship Out! (LSL6) puts the Guy 
With the Widest Lapels in one of the 
most challenging and complex (and 
potentially rewarding) situations he’s 
ever been in. 


Club Bed 

Great trips across time and space have 
been forsaken for a Club-Med-like envi- 
ronment, the La Costa Lotta Resort, a 
place guaranteed to concentrate Larry’s 
attention like it’s never been concentrated 
before. The opportunities abound for a 
man eager to please women: Char, 
Thunderbird, Shablee, Merrily, Rosie, 
Cav, Burgundy, Shamara — every one a 
treat. 

The game, like all in the series, is 
about attitudes as much as anything else, 
and LSL6 is chock-full of cheerful paro- 
dies of fads both past and present. 

The most prevalent object of satire — 
the leitmotif of the game, if you will — is 
hygiene, or compulsive obsessions with 
same. Between Rosie’s High Colonic 
option, the no doubt almost endless pass- 
ing back and forth from shower to mud- 
bath to steam-room to steamier room to 
pool to shower to... and, oh yeah, the 
problems with the plumbing, the maid ser- 
vice (or room service, rather), all the 
washing, and scrubbing, and cleaning, of 
minds, of bodies, of digestive tracts, of 
souls, and then My God! to find the way 
they’re running the kitchen in this place, 
well, ya gotta wonder. 

The situation is this: Larry’s been 
selected to be the next guest in the 
game’s equivalent of Studs (the TV 
show), and has found himself deposited 
at La Costa Lotta with no cash, no extra 
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goods, no means of even ordering out a 
sandwich, even, and — all these women 
with problems to solve. Larry Heaven, in 
other words. Once arrived, seems like 
everyone’s forgotten all about him, so 
comforting any lost soul he can get his 
hands on might hopefully eventually get 
someone’s attention, too. 

There are a series of problems the 
eight above-named women inhabiting 
the environs set for Larry, which func- 
tion like eight separate mini-adventures 
in themselves. Like the latest Laura 
Bow game, however, these separate 
tasks are brilliantly intertwined in such a 
way that it’s never necessary to stay 
stuck in just one or another of them; i.e. 
you can engage as many of these tasks 
simultaneously as you think you can 
keep straight. Clues for the solution of 
some of the women’s troubles will pop 
up in the process of searching for 
answers for the others’, as well. While I 
find most adventure games linear 
enough in design that a single play- 
through is truly more than enough, the 
cleverness and intricacy in the layout of 
the puzzles and storylines in LSL6 are 
such that for the first time they have me 
interested in playing through another 
time just to get a better sense of the rela- 
tionships of the different parts of the 
game to each other. Bravo! on this front. 


Portrait of a Lady? 

The portrayals of the women in LSL6, 
like the portrayal of Larry himself, are 
satirical without being ugly, hugely funny 


at many points without being (in this 
writer’s opinion) in the least bit tasteless 
(sorry, Al, — try harder! <g>), and, er, 
well, — and it’s not just because of the 
excellent graphics, mind you, which are a 
heckuva lot more photorealistic than 
they’ve ever been before (Larry’s also 
taken on a shine he’s never had before in 
both artistic and animation design, must 
be all that polishing of his bald spot) — 
well, these women are just so plain 
entrancing you'll want to be coming back 
for more... and more... even after some of 
the things they end up doing to Our Dear 
Friend. Each woman in the game has a 
— dare I say it in front of all you Laffer 
Apprentices? — distinctive and intriguing 
personality, and the style and logic of the 
puzzle associated with a particular 
woman suits her just perfectly. In some 
instances, the connections between the 
women in the game become more palpa- 
ble than in others, too (strange that this is 
treated tolerantly while Gary has to stand 
there making up bad lines from pre-Gay 
Rights days, perhaps the only acid spot in 
an otherwise kind design); these connec- 
tions provide new clues and insights for 
the gamer to help him (or her) over the 
lonely spots. In any event, I think you'll 
find the women a treat to be around, 
regardless of your take on the Laffer 
Approach to Life; their responses to even 
his crudest and most honest moves are 
more often classy, intelligent and amus- 
ing than not. No matter how hard he 
tries, seems like Al Lowe just likes 
women too much (and people in general, 
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I'd say) to be mean to ‘em in his games. 
Lest all this lead you into believing 
that La Costa Lotta’s just another carrot- 
before-the-horse kinda place when it 
comes to scoring, gotta say right here: 
you can get up to a thousand points. So 
there. You can also win with less than 
that, leaving you with that disturbing, 
slightly empty feeling that comes with 
the thought that “if only Id tried a little 
harder, played a little longer, kept going 
for a bit more, what might I have discov- 


this show as any of its inhabitants. More 
than in any other Sierra (or adventure, 
for that matter) game I've previously 
played, it's a place packed full of quips, 
puns, one-liners, sight-gags (check out 
the designer, Mr. Hitchcock himself, 
tramming through the hallways at regu- 
lar intervals), and responses to player 
experiments. In almost every location in 
the game, a variety of inputs — even the 
most ludicrous on the player's part (talk 
to the trees) — are countered by Al’s 


Leisure Suit Larry 6 
OR 
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Leisure Suit Larry 6 
[i 


ered?” — or something like that. But 
seriously, there’s plenty of sexual innu- 
endo, foreplay, flirtation, verbal and 
visual banter going on in LSL6, enough 
to satisfy all but the most utterly desper- 
ate among us. Among other things, 
LSL6 looks like a potentially great party 
game, something to have running in the 
background at a social gathering, for 
people to poke at and prod and try on 
along the way. 


Home Turf 
Just what kind of place is La Costa 
Lotta, though? It’s as much the star of 
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Pocketful of One-Liner Miracles. This 
makes LSL6 a real blast to play, as 
there's plenty of reaction on the game's 
part to player action, enough to make ol’ 
Isaac N. proud. The ever-changing 
sequence of Borscht-Belt style one-lin- 
ers produced by a polite knock on the 


Resort’s bedroom do 
stairs hallway prove 


ors along the down- 
oth timely political 


commentary (everyone from Salman 


Rushdie to George 
skewering) and utter 
While there are 


Bush get a quick 
y groan-inducing. 
relevant animated 


sequences tripped off by the completion 
of various segments of the game, none 


of them feel at all like filling empty air 
time, and almost all of them are gut- 
wrenching plain hilarious. Whatever 
herb tea got things rolling for Mr. Lowe 
whilst he was enmeshed in the creative 
energies driving the production of 
Freddy Pharkas, looks like he's still 
got a good supply of it around. The 
opening animation, prior to the start of 
the game, is representative of what's to 
come; and the subsequent animations, 
while perhaps a bit risqué for the 
younger set (Daddy, why is she putting 
that collar on him?..."), are nevertheless 
classic cartoon-quality in both style and 
content in ways we rarely see anywhere 
anymore. Sierra has gotten to the point 
where the quality and imaginativeness of 
their animations — in this game at least 
— competes with, and is even superior 
to, that present in ye current average 
imported Saturday Morning Cartoon — 
frankly, it reminds me most (and most 
fondly) of Hannah-Barbera at their 
liveliest. If anyone wants to see great 
animation these days — outside the 
movie theaters once every two years that 
is, — they should look to games like 
LSL6 (and LucasArts' Day of the 
Tentacle and Sam and Max) to see 
where the real state of the art is. 

Any negatives? A few: in the early 
review copy I received, completing cer- 
tain sequences prior to others stalls fin- 
ishing the game (a patch is already avail- 
able for this both from Sierra's own 
BBS and from any of the major online 
networks — look in GAMAPUB on 
CompuServe, for instance, in the Sierra 
Data Library). Some of the puns are just 
a little flat-footed (Daryl the 
Gatekeeper). The deaths, while spectac- 
ular and easy to recover from (yay!), 
seem more arbitrary and capricious in 
conception than ever (Daryl the 
Gatekeeper again). The stereotype of 
the gay male in the towel room is 
straight out of Boys in the Band, some- 
thing I’m sure many will find objection- 
able (then again, just consider it a paro- 
dy of this stereotype and we're all 
friends again, right?). And finally, the 
game only takes up about ten megabytes 
of disk space (if that), and installs with- 
out presenting the extra-special treat of 
having to fidget endlessly with configu- 
ration and hardware problems (what a 
cheat!). I’m heart-broken. 

All in all, however, I consider LSL6 
one of the most pleasurable adventure 
games to have come across my hard 
drive in recent years (yech!), and am 
convinced at this point that little Larry 
Laffer may well be the most intriguing, 
picaresque, protean personalities present 
in ‘puter storytelling. Hope to see more 
of him!Q 
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Reader Service No. 3 


hances are you’ve heard the 
name “Larry Laffer” before. 
Leisure Suit Larry, the 


world’s favourite nerd and the subject 
of one of Sierra’s most successful 
game series, is back with yet another 
fun filled adventure game, Leisure 
Suit Larry 6: Shape Up or Slip Out. 
With the release of the Sth game in the 
Larry series, the man behind Larry 
Laffer and last year’s hit Freddy 
Pharkas, Frontier Pharmacist, Al 
Lowe sat down with Strategy Plus’ 
Geoff Keighley for an intimate (ok, 
maybe "interesting") interview. 


Strategy Plus/Geoff Keighley: Hi, Al! 
Thanks for joining us today! First of 
all, before we start the interview, I've 
been told to inform you this is a family 
magazine, so the filth-o-meter has to 
be on "low", and please wear clothing 
at all times. Got it? 


Al Lowe: Well, actually you caught 
me at a bad time. | didn't want any- 
one to know, but I'm not wearing any 
pants! 


S+: Sorry Al, maybe we can try this 
interview again next month. 


Al: Wait! I’m kidding. I’m fully 
clothed and all ready to start the inter- 
view! 


S+: Great! Let's get started! First of 
all, are there any misconceptions that 
we should clear up about you and your life? 

Al: No 

S+: Really? 

Al: Really! 

S+: No way! 

Al: Yes way! 

S+: Uh, ok, let me be a little more specific (that radiation 
[rom Al's computer monitor must have gotten to him). Are you 
really a nerd like Larry? 

Al: No! Larry is the side of me that never was. He is the fan- 
tasy that does all the thing that I never did! I am a good family 


man. 


S+: [guess most of us know you as Mr. Larry Laffer, but I 
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Al Reaches A New Lowe 


Geoff Keighley interviews Sierra's Al Lowe, the father of Leisure Suit Larry 


heard a rumour you actually made kids’ games before starting 
the Larry series? 


Al: I started by designing and creating children's games: I 
worked with Walt Disney Software. I wrote music and 
designed/programmed several of the Disney line. From that I 
did a spinoff of the Disney movie Black Cauldron. It wasn't 
really a kids’ game. Then I moved on to program Kings 
Quest 3 and a number of other games like Police Quest 1. I 
also wrote a lot of the music for the early Sierra games. ThenI 
designed the first Larry game, and the rest is history. 


S+: Do you have training as a professional musician? 

Al: I have a Master's Degree in music education. I’ve played 
professionally for 35 years and still do. 

I actually composed the theme song to Leisure Suit Larry. It's 
been interesting to see how it's been changed over the years by 
all the composers/arrangers who did my recent games. 


S+: I assume you taught music for a few years? 


Al: Yes, I was a high school band teacher for 10 years. After 
that I was a school district music administrator. 


S+: What a career path! I assume since you were such a big 
part of Walt Disney Software, you and Mickey Mouse must 
have quite the relationship. 


Al: We were like this! 


S+: Besides playing and creating computer games, what do 
you like to do in your spare time? 


Al: Well, besides music, I downhill ski, do a lot of reading, 
photography, and love model railroads. 


S+: What got you interested in the computer? 


Al: I’ve always been a gadget freak. Since I was a musician, I 
had lots of cool gadgets. I first saw a computer at my school, 
where I was able to use it in my job. I wrote some basic pro- 
grams to make my work as a teacher easier. Then I gradually 
learned more about the computer. When I started to use the 
computer more and more, I said “Wow, this is the ultimate 
gadget.” My first computer was an APPLE II. I wrote some 
music software and a company agreed to publish it. The only 
problem was by the time I got it written, the company went out 
of business! 


S+: How did you become associated with Sierra On-Line? 


Al: I was always a fan of Ken Williams and Sierra (back then 
it was called On-Line Systems). In the early 80's I wanted to 
make an edutainment product since I felt I could do a lot better 
than the boring educational software on the market in the early 
80's. I went to a software show and tried to sell it. Lucky for 
me, Ken Williams bought the rights to the game and we 
formed an alliance. That was in 1982 and I’ve been with 
Sierra ever since. I think it's the longest designer/company 
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INTERVIEW 


relationship ever. Over a ninth of a century! 


S+: The last game you released before Larry 6 was Freddy 
Pharkas, Frontier Pharmacist. Why did you take a departure 
from the Larry series? 


Al: I wanted to make something different than the Larry 
games. I hope to alternate between game series in the future. 
Between Larry 3 and 5 I did the Laffer Utilities, between 5 and 
6 I did Freddy Pharkas, and between 6 and 7 I'll be doing 
another new series! 


S+: What can you tell us about this new series? 


Al: It's not a Larry game and it will be out for Christmas 1994, 
Other than that, I can’t say much. 


S+: Were you pleased how Freddy Pharkas turned out? 


Al: Very much so! I think it’s the best designed game I’ve 
ever done. It's filled with jokes and humour. I really love the 
story; It has lots of irony and a great plot. 


S+: Ihave this "Barbara Walters” type question I ask all my 
interviewees (sometimes referred to as victims). Here it goes: 
If you could be any adventure game character (ie. Freddy 
Pharkas, Larry Laffer, Guybrush Threepwood), which one 
would you be and why? 


Al: I suppose I'd be Larry because I like to be popular, and he 
is. Also I like to have fun! On the other hand, I wouldn't like 
to be Larry because he doesn’t “get much.” 


S+: Many folks referred to Larry 5 as "easy" and "not a chal- 
lenge". Did you set out to design it this way? 


Al: Absolutely. Ken Williams and I had a lot of discussions 
about how we could appeal to more gamers. We decided to 
make a game that had long non-interactive sequences inter- 
spersed with a number of puzzles. The game came through 
as designed, and yes, it was easy. The unfortunate side of 
this is that we were wrong; gamers didn't want a game like 
this. On the other hand, it's interesting that Larry 5 has sold 
just as many copies as any other Larry game. Lots of people 
have thanked me for making a game so easy that they could 
finish. 


S+: What do you think of multiple paths in games so they 
appeal to both easy and hard gamers? 


Al: It's interesting you would ask this question. Larry 5 was 
designed that way but a lot of people didn’t know it. You 
could finish the game with 137 out of 1000 points. We figured 
that people would keep playing it until they got all 1000 
points, but we were wrong. Once people finished the game, 
they didn’t really want to replay it again. Lots of people 
missed three quarters of Larry 5 and all the difficult puzzles. 


S+: Can gamers expect a more challenging game than Larry 5 
in Larry 6? 


Al: I will guarantee Larry 6 is more of a challenge. It’s the 
toughest game I’ve ever done. One of the design goals with 
Larry 6 (similar to Larry 1) was that I wanted each babe to be a 
different difficulty level, but the player wouldn't know how 
hard or easy they were. One of the babes in the game is 
extremely easy, while another one is really riddled with diffi- 
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cult puzzles. 


S+: At the Summer CES in Chicago, we were told that Larry6 
might be the first Sierra game to be CD-ROM only and in 
SVGA. Now, months later there's no SVGA CD only game, 
but a low-res floppy disk game. What happened? 


Al: Larry 6 was initially designed as a SVGA CD-ROM 
product, with the CD version coming out for Christmas 1993 
and then a low-res floppy version in 1994. A few weeks 
after the summer CES we realized that Sierra's new program- 
ming system wasn't ready for a Hi-Res game. There was no 
way the game would make it out by Christmas on CD-ROM. 
We faced a tough decision: Do we delay the game until 1994 
and do a CD version first, or do we make a low-res floppy 
version first, and then release a CD-ROM version in 1994. 
We opted for a floppy version. Thankfully everything 
worked out, and Larry6 on floppy disk was released last 
November. The CD version (in SVGA) will be out this 
February. 


S+: Is it true you are the world's oldest game designer? 


Al: Yes, I’m afraid it's true. I’m 47 years old and still design- 
ing games! No one has ever disputed my claim to be the old- 
est game designer, so I guess I am! 


S+: Do you think CD-ROM is the future of gaming? 


Al: Yes! 1993 was the last year of the floppy based game in 
my opinion. By Christmas 1994, all games will be on CD- 
ROM. I know that all my future games (after Larry 6) will 
be on CD first (and most likely CD-ROM only). 


S+: Thanks for the insight Al, and I appreciate you taking the 
time to chat with me. 


Al: No problem Geoff, I’ve had a blast. Have I mentioned how 
much you remind me of Larry? Q 
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The Journeyman 
Project 


by Joe Sewell 


alk about time travel to most 
T people and their eyes glaze over. 
Some people just don't grasp the 
concept of something happening in the 
past which hasn't happened “yet.” Make 
history change, and things get extremely 
confusing, at least to those who aren't 
fans of such popular shows as Time Trax 
or Doctor Who. When you're a member 
of the Temporal Protectorate, though, 
you have to deal with these types of 
things every day ... that is, if subsequent 
“days” have any meaning at all to a time 
traveler. 

As a member of the Temporal 
Protectorate, your job is to ensure that 
history is not altered, either intentionally 
or otherwise. You have access to, sup- 
posedly, the only functional time 
machine in existence, as well as equip- 
ment to detect temporal "rips" (time 
periods where history is changed) and to 
help you patch up those rips. You have 
the ability to determine what changes 
occurred in the fabric of history, and the 
means to go back and correct the 
changes, hopefully without making an 
even greater mess of things. 

This is the setting of the project code- 
named "Journeyman," which gives the 
CD-ROM game The Journeyman 
Project, produced by Presto Studios, its 
name. Journeyman is a detailed adven- 
ture/strategy game which puts you in the 
body of an agent of the Temporal 
Protectorate, who happens to be the 
agent who has to deal with a temporal 
rip situation on the day of a major event 
in the year 2316. The rip itself threatens 
to destroy this major event. Your job: 
correct the problem, and stop the culprit 
who caused the whole mess in the first 
place. 


Game Overview 

When you start Journeyman, you get 
a series of slides & animations explain- 
ing the story, specifically the history of 
things through the 24th century. You're 
told about the special event of today: the 
day the Earth has the opportunity to join 
an interplanetary society (actually called 
a "symbiotry," implying a mutual shar- 
ing of information & resources) of 
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peaceful beings. Next you're treated, so 
to speak, with a vision of your floating 
city, Caldoria, exploding. Turns out it's 
a dream, as the alarm wakes you up. All 
of this is done in the forum of an intro- 
duction which you can skip if you wish; 
I suggest not skipping it the first time, as 
it is informative and entertaining. 

Once you’re awake, your job is to get 
to work at the Temporal Security Annex, 
the secret place which houses the only 
known time machine, code-named 
Pegasus. This involves a couple of 
minor challenges, a warm-up for things 
to come. If you’re feeling gutsy, you can 
do a little exploring and be entertained 
by some humorous messages your fel- 
low apartment-dwellers have left. But 
it’s getting late, so you better get to 
work. Once there, you have to deal with 
a complete identity check, but only after 
you enter the code to enter the TSA. 
This is one of 3 places where 
Journeyman requires you to look up a 
code in the manual; the other 2 come rel- 
atively early in the game as well. After 
entering the annex, you go to the room 
you're instructed to go to and review 
still more pertinent information. 

From there the game takes you 
through various times and places, trying 
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Seastare 


to correct the changes in history that 
have been detected. You wear a special 
“biosupport suit” designed to protect 
you to the best of its ability. It also 
stores the energy necessary for the return 
trip. This energy “leaks” out as you stay 
in the past, though. Your equipment tells 
you how much energy you have; a warn- 
ing light glows yellow, orange, or red as 
your energy level depletes, approaching 
the point where you either must return to 
the present or be trapped in the past for- 
ever. Everything is controlled via a 
“biotech implant” in your head, into 
which plugs a small display screen 
through which you see your world, and 
through which you can control various 
aspects of your suit and implant. Further 
control and functionality comes from 
“biochips” that you can find throughout 
the game. One biochip, which you 
always have, lets you save & restore 
games, and see your current mission sta- 
tus (in terms of accumulated points). 

In each period in the past, you must 
find out what the disruptions are, who or 
what is causing them, and correct the 
distortions and stop the disrupter(s) from 
undoing what you’ve done to fix things. 
You come from a peaceful society, so 
your goal is to make these corrections 
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with-or against-some of the best gamers in the Known World. Take your place as a European vassal 
lord in The Hundred Years’ War! and try your Machiavellian mettle in the epic battle for empire 
and prestige... Don the hauberk of a warrior and travel dangerous lands in the color graphics role- 
playing world of Drakkar™ or the Island of Kesmai!™. Play the latest version of the very first true 
multi-player game, MUD II: 


TEE How to register for an NVN subscription: 
pn ee To register on-line, set your comm software to 1200, 2400 or 9600 bps, N-8-1, and 
A’. D 


full duplex. Dial 1-800-336-9092. When connected, enter SP94PL and press 
A UICE RETURN». Then enter name, address and Visa,” Discover Card? American 
Galactic Emperors n Galaxy ILE Express,’ MasterCard" number or EFT information. Your Starter Kit will be 
Expanding Empires™, mailed right away 

For more information, call 1-800-336-9096. 


So stop playing with yourself! 
Membership is just $8.95 a month and includes 4 hours of non-prime access in 
standard services, Or, for $19.95 a month you can have 15 hours of access 

in standard services during non-prime time. Thereafter, access rates are as 
low as $2.50 an hour after 6pm local time and all day weekends. 

Isn't that à small price to pay to get your butt waxed? 


NVN-Good stuff. Good price. 


Subscription fee is $8.95 per month, which includes 4 hours; or $19.95 per month. which includes 15 hours of non-prime time 


access in standard services. 9600 bps access available at no surcharge. Standard services are $2.50/hour during non-prime 
(6pm - Tam weekdays, and all day weekends); and $7.30/hour during prime-time (7am - 6pm, Monday - Friday). Premium ser- 
vices carry additional charges. Unused portions of monthly hours provided by subscription may not be carried forward or trans 
ferred. Hourly rates and service content are subject to change without notice. NVN is a service mark of National Videotex 


Network, Corp. All others are for identification purposes only and belong to their respective companies or organizations, 
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without violence. Each period, though, 
has a “violent” and a “non-violent” solu- 
tion to it. Either solution will let you 
return to the present, your mission 
accomplished, but there are advantages 
to the peaceful solutions. Finally, when 
all temporal rips have been corrected, 
you must determine who is behind the 
disruptions, and stop him, her, it, or 
them from repeating their deeds. 


Strategy with 

a twist of the wrist 
Journeyman has arcade aspects to it, 

but it’s primarily a strategy game. You 

almost always have plenty of time to 


ENERGY 


react to a situation. Obviously, there are 
time restrictions, not only through the 
energy meter, but also in the various 
puzzles you must solve throughout the 
game. There are numerous ways you can 
die, if you take too long in some situa- 
tions, if you go the wrong way, or if you 
cannot solve some of the puzzles in 
time. 

Journeyman has, according to the 
jewel box cover, “over 30 minutes of 
QuickTime video shot with professional 
actors,” including Graham Jarvis, who 
has appeared on Star Trek: The Next 
Generation. The CD-ROM also contains 
ten audio tracks which aren't used by the 
game itself, but serve as the "soundtrack 
album" for the game. The music is quite 
good, actually. 


But Is It A Good Game? 
Journeyman is visually impressive, 
combining MacroMedia Director scripts 
and sequences with QuickTime movies. 
Several animation sequences involving 
robots show up smooth and detailed. 
They are impressive to watch. You can 
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look around and enjoy the details Presto 
Studios put into the game. The audio, 
both music and sound responses, are 
crystal clear even without headphones, 
although they can sometimes get out of 
sync (this is reasonable rare, though). 
The main place where Journeyman 
falls down, though, is in numerous 
delays, as new animation sequences are 
loaded from CD-ROM. In two or three 
places, these delays are covered by a 
black picture and a sound sequence, 
such as a shuttle preparing for launch. 
Presto couldn't cover every delay like 
that, though, making the delays stick 
out like the proverbial sore thumb. 


Having recently upgraded to a 1GB 
drive that wasn't hardly used yet, I was 
able to copy the game to a hard disk 
partition. This did improve the speed of 
the game, but the delays were still 
noticeable, still ill-timed, and still 
aggravating; in those two cases where 
the game allowed well for the delays, 
the sound sequence was cut short, steal- 
ing even more realism from the game. 
These delays are accompanied by the 
deactivation of your currently-selected 
biochip, and followed by a rescan of 
your inventory (which can add to the 
delay) and a reactivation of the current 
biochip. This doesn't fit into the reality 
of the game; why would a biochip just 
stop on you for 10 seconds? 

Journeyman suffers from the “wait 
to click" syndrome. You can click arrow 
buttons to move, or you can use the 
arrow keys on your keyboard. 
Sometimes, though, you have to click 
the button or press the key again, if you 
happened to do it when the program 
wasn't ready for it. Usually key presses 
are honored, but mouse clicks are not. 


This further adds to the feeling of slug- 
gishness the game gives you. To make 
matters worse, there are some animation 
sequences you cannot break out of; I had 
to put my hand over the Mac's speaker 
when I got a call from a friend while the 
ID scan at the entrance to the Temporal 
Security Annex was playing ... there was 
no way to stop it other than forcing the 
game to exit. 

Journeyman also suffers from a few 
bugs. The most annoying bug is the 
inability to change the volume during 
game play. The main menu screen has a 
slider for this purpose, and the Interface 
biochip has a means of setting the 
“sound amplification." Neither control 
affects the volume, however; 
Journeyman starts by setting the Mac’s 
sound volume to 7, and it won't let you 
turn it down. (The only way I could get 
it back under control was to use 
QuicKeys™ to lower the volume; 
Journeyman hides the menu bar, keep- 
ing you from getting to the Sound 
Control Panel.) Journeyman also has a 
few minor bugs in the scenes them- 
selves; these are probably the result of 
the designers not anticipating a possible 
user action. 

Having all these bad things to say, it 
may seem that I didn't like 
Journeyman. Yes, the volume bug and 
the delays got in my way, and they did 
hinder my enjoyment of the game. I did 
enjoy Journeyman, though. I thought 
it was a well-planned game, with just 
the right level of challenge to keep me 
interested but not frustrated. Only the 
threat of the delays has kept me from 
going back in and playing the game all 
over again. If Presto had gone with 
putting some game files on the hard 
drive, such as what Cyan and Drew 
Pictures did with MYST and Iron 
Helix, respectively, the delays wouldn't 
have been necessary, and would get in 
the way less. 


In Summary 

Journeyman shows you what you 
really can do with CD-ROM and a 
Macintosh. Its delays are disappointing, 
but not quite enough to ruin the game. 
Journeyman is fun, challenging, and 
impressive to watch. If you're already 
spoiled by MYST, you might find this 
game disappointing (but any game is 
disappointing compared to MYST). If 
you're used to less-impressive games 
such as the shareware Theldrow or the 
Sierra Online games, Journeyman wil 
knock your socks off ... but provide 
enough rest places to put them back on. 
«grin» Now get your biotech prosthesis 
in place ... the computers have detected 
another temporal rip!Cl 
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INTERACTIVE HORROR MOVIE 


Over 90 minutes of captivating 

video and an original 
gothic soundtrack draws you into 
the center of the action. 
Dracula is 
back, driven by 
revenge and a hunger for 
human blood. Follow a 
trail of vampire brides, 
corpses, and wolf tracks 
through the streets of London. 
You direct the drama, 
suspense, and passion as 
you are drawn into a world of evil 
where every decision and action you 
make is inextricably tied to the fates 
of those you love. 


0 riveting scenes propel 
own multiple pathways 
he final confrontation. 


From the creators of 
Sherlock Holmes Consulting Detective™ 
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REVIEW 


Designed by 
Raven Software 


Published by 
Origin Systems 


Systems 


IBM PC 


Requirements 
4 megs of RAM 
16 megs of hard disk 

space, DOS 5.0 or 
higher, mouse 


Graphics 
VGA 


Sound 

Sound Blaster/Pro or 
compatible, 

MPU-401 interface, 
General MIDI or com- 
patible board 


= Supports 
Logitech Cyberman 


Shadowcaster 


by Steve Bauman 


hat follows is the transcript 
of a meeting between two 
marketing-types that took 


place somewhere between San Mateo, 
California and Austin, Texas. We'll 
refer to them as Bill and Hillary. Their 
names have been changed to protect the 
innocent. It may not have actually 
taken place, but then again who knows? 


Hillary: “You know, Hillary, there are 
a lot of first-person scrolling role-play- 
ing games on the market, including two 
by our company that have done quite 
well, but I think there should be more. 
Lots more. The public can’t seem to 
get enough of them.” 


Bill: “Whatever you say, dear.” 


Hillary: “Don’t call me dear. Anyway, 
as I was saying, we need another of 
these types of games. The public eats 
them up, as they think they are ‘virtual 
reality’ type games [sound of laughter]. 
No really. Anyway, people really loved 
that Wolfenstein game, so let’s see if we 
can get those guys, I think they're called 
SuperEgo Software or something like 
that, to let us use their 3-D engine. It's 
faster and better then ours, so that wil 
allow us to get away from all of that 
complicated role-playing stuff and con- 
centrate on the action. Everyone likes 
action better anyway, and then we can 
put it on a cartridge for Nintendo an 
Sega. We'll come up with one of those 
usual fantasy world ‘you’re a guy who 
has to save the world’ plots, right Bill?” 


Bill: “Whatever you say, dear. You're 
the boss." 


Hillary: "Quit calling me dear. 
Anyway, we still need an angle to sell 
this thing. The public is eventually 
going to get sick of these games [sound 
of a gasp of horror]. No, I mean it, real- 
ly. They'll get sick of them just as 
they'll get sick of side scrolling fighting 
games [sound of even bigger gasp of 
horror]. Oh, grow up. Perhaps we could 
add something else that is a buzz word 
like virtual reality...hmm, ever seen that 
Michael Jackson video where people's 
faces melt into one another?" 
[silence] 
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Hillary: *Didn't you see Terminator 2, 
and the metal robot that sort of melted 
into all sorts of different objects and peo- 
ple? You really need to get out more, 
Bill. Anyway, it's not important. It's 
called morphing, and it's the latest rage. 
Now, if we could somehow integrate mor- 
phing into a 3-D first-person game, we'd 
sell millions. What do you think, Bill?" 


Bill: “Whatever you say, dear.” 


Hillary: “Quit calling me dear. Now, 
let me tell you about this health care 
plan I’ve come up with...” 

[sound of snoring] 


The Marketers Were Right 

A game that has to be a dream for 
software marketers everywhere would 
be Shadowcaster from Origin Systems. 
You have that virtual-reality and mor- 
phing angle for all of the techno-dorks 
out there, pseudo role-playing and a 
fantasy setting for the D&D crowd, and 
a company famous for technically supe- 
rior games. This game would probably 
sell itself even if it were lousy, but as it 
turns out there's a high quality but 
derivative game lurking in that box, 
which only shows you that you don't 
have to be original to be good, just on 
the cutting edge of what is popular with 
the public. 


Here's the story 
The plot goes something like this. 


You are Kirt, the last of The People, a 
magical race that received the gift of 
morphing from the gods. The only 
problem was that only the best of The 
People were given this gift. Everything 
was going swell until that old class 
thing came up, and the non-morphers 
suddenly got jealous and started follow- 
ing an outcast god named Malkor. 
Malkor had figured out an evil variation 
of morphing and seized control, which 
lead to civil wars. The gods decided 
that giving out morphing to these peo- 
ple wasn't such a keen idea so they 
turned their backs to The People out of 
disgust. 

One god decided that as long as the 
morphing stayed among the good 
People they would be allowed to return 
to their former greatness. Morphing 
died out, except for two people who 
had a child named Kirt, the last of the 
morphers. Just when Kirt is about to be 
killed by the bad guys he is transported 
to another world by the benevolent god 
and allowed to grow up in peace. One 
night the bad guys find him, and Kirt is 
sent back to save the last of The People 
from the bad guys. So begins 
Shadowcaster. 


What Morph 
Could You Want? 

In order to succeed at Shadowcaster 
you will have to morph between your 
six metaforms: feline, floating eye, 
gremlin, frogman, flame lizard, and ter- 


Strategy Plus 


With All the Games 


ONLY ONE HAS F 


Knocking at Your Door... 


THE POWER TOS 


PE 


Lock the doors, roll up the windows and hold onto middle of stampeding Brachiosaurs and Triceratops. 
your seat—Jurassic Park for the PC has arrived. Then strap on your "Night Vision" goggles and 
venture 3D-deep into the maze-filled corridors of the 
Visitor's Center, where you'll come eyeball-to- 
eyeball with both Raptors and Spitters. 


Ocean's exclusive 3D texture-mapping process 
puts you in intimate contact with more than 
100 tons of REAL dinosaur meat—in two 
nerve-splitting perspectives. 


And if that's not enough to make you sweat, 
remember...somewhere out there a 
famished T-Rex awaits—eager to show you 
a rip-roarin' good time. 


Scope out the island and let razor- 
sharp overhead graphics drop you in the 


Ocean of America, Inc. 


1855 O' Toole Ave. Suite D-102 TM & © 1992 Universal City Studios, Inc. & Amblin Entertainment 
San Jose, CA 95131 Inc. All rights reserved. Ocean Software Authorized User. 
(408) 954-0201 Ocean is a registered trademark of Ocean Software Limited. 


Reader Service No. 105 


ADVENTURE/ 
ROLE PLAYING 


ramental, with each form having specif- 
ic skills and weaknesses, and a spiffy 
animation to boot (provided you’re not 
in full-screen mode). The feline is the 
Maorin, who can run faster and both 
deal out and do more damage then you 
can as a human. Maorin’s can also see 
hidden panels that you as a human may 
miss (which is how you can avoid a few 
traps in the game). The gremlin is the 
Caun, who is useless as a fighter but 
heals quicker. They are quite small, so 
when you shift to the Caun your point 
of view suddenly shifts to a few feet off 


the ground. The Opsis is a large float- 
ing eyeball that has some damaging 
spells and gives you a higher point of 
view of the surrounding area since they 
are flying above ground. The Kahpa is 
a part frog thing that loves the water 
and can engage in hand-to-flipper com- 
bat. A particularly nasty fighter is the 
Ssair, a flying lizard that can spit fire. 
Finally, you have the Grost, which is a 
Golem-like creature of stone. 
Unfortunately you do not have all of 
these metaforms to choose from in the 
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beginning of the game. As you 
progress your metaforms will be added 
as you discover a bunch of obelisks that 
hold the knowledge of morphing. 


A Simple Interface 

Before the game is done, you will 
fly, swim, run, and jump through 
indoor and outdoor settings, dungeons 
(of course), volcanoes, and underwater 
caves using the usual point and click 
mouse-based interface. The interface is 
simple and well laid out, requiring only 
a brief look at the manual, and Origin 


SURNE LOADED. Cee 


has smartly included a quick-reference 
card that shows each of the special abil- 
ities of the specific metaforms. As is 
par the course with games like this, you 
may get tired of holding down the 
mouse button when traveling around. 


But is it Better 
Than Captain EO 

The 3-D graphics are superbly ren- 
dered and incredibly smooth. You can 
resize the view window on slower 
machines, but I’ve heard of no speed 


problems on anything down to a 386- 
33. With a 486 you can run in a near 
full-screen *mega-view" (their name, 
not mine. I guess marketing has been 
reading some Nintendo magazines. 
They really need a few more exclama- 
tion points for the true effect). 

The 3-D engine comes via id 
Software, whose Wolfenstein 3-D 
changed the first-person action game 
market single-handedly. The engine is 
much improved from its auspicious 
debut, with less pixellation of the 
bitmapped walls at close range and 
mapped floors and skies. Credit the 
developers of Shadowcaster, Raven 
Software, for the spectacular bitmaps 
that adorn the walls — they are truly 
inspiring and full of variety. Each of 
the levels has a different and distinc- 
tive look. Sound is typical for an 
Origin game — first rate. 


The Downside 

The negatives of Shadowcaster are 
really few and far between. It looks 
remarkably bug-free, but I did notice a 
weird effect where walls would disap- 
pear and be re- drawn. This could have 
just been a normal video update on a 
medium speed machine running full 
screen (a 486-33) and power users with 
486-66's and up wouldn't see anything 
ike that. 

Shadowcaster's biggest flaw, and 
for some its biggest disappointment, is 
that it’s just not that difficult. Many 
have reported finishing it in a couple 
days (how long they played on those 
couple of days is unknown). After an 
early problem getting started, I breezed 
through the first five or six levels in 
just a couple of hours and finished it in 
ess then a week. 


All in All... 

Those looking for Ultima Underworld 
3 here are likely to be disappointed. 
There isn't any role-playing in 
Shadowcaster — no character genera- 
tion, no statistics to monitor, no conversa- 
tions with non-player characters, no 
unraveling plot, no resting, no eating, 
and no spell memorizing. 
Shadowcaster is quite different from 
Underworld and quite frankly is much 
more appealing to me, as the 
Underworld games bored me to tears 
with their adherence to the “run down 
to level 8 and deliver this item so I can 
advance the plot a little more" role- 
playing conventions. Shadowcaster 
turns out to be a light and breezy romp, 
heavy on the action and easy on the 
brain. Think of it as Underworld Lite 
and you will surely walk away enter- 
tained. 
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THERE IS A NEW WORLD TO 
EXPLORE 

Seek out the Seven Secrets of Life 
... Can you forge through the evil 
that lurks in the depths of the eerie 
dungeons, ominous castle towers 
and the savage countryside? Use 
Skills, magic, and raw strength to 
help you on your quest. Play alone 
or with a partner. An intuitive 
interface makes the game easy to 
control. Simply one fine adventure 
and role playing endeavor. 


MODEM PLAY 

1 OR 2 PLAYERS WORKING TOGETHER OR IN 
HEAD TO HEAD COMPETITION 
COMPREHENSIVE ECONOMIC SYSTEM 
LARGE VARIETY OF MONSTER TYPES TO 
ENCOUNTER 

OVER 70 DUNGEON LEVELS 

AUTO MAPPING SYSTEM 

INTUITIVE INTERFACE 

COMPLETE ADVENTURE PLOT 

MULTIPLE CLASSES TO CHOOSE FROM 
SEVEN POWERFUL CASTLES TO CHALLENGE 
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The “Red Crystal” computer game is for 
IBM PC. It can be obtained through your 
favorite retailer or call: 

1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 
Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 
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Published by 


Electronic Arts 


Design and Illustration 
Bradley W. Schenck 


Programming and 
Implementation 
Michal Todorovic [Ed: 
“Michal” is correct!] 


System 

IBM 386 or faster 
DOS 3.3 minimum, 
5.0 or higher recom- 
mended, 6.2 best 


Requirement 
524,288 free bytes of 
conventional RAM 
2048 free bytes XMS 
or extended memory. 
CD ROM drive 
required, double 
speed recommended 


Graphics 

VGA with 512K or 
more, SVGA recom- 
mended 640 x 480 
VESA driver 
support 


Sound 


SoundBlaster or com- 
patible sound board 
recommended 


Notes 
mouse recommended 


The Labyrinth 
of Time 


by Gerald Warfield 


lectronic Arts and Terra Nova 
E present an incredi- 
ble visual feast courtesy of your 
CD ROM. Called an "interactive story" 


and a “multimedia adventure:” it is The 
Labyrinth of Time. 

Your colorful visitor is not a mugger. 
He is Daedalus, the legendary builder of 
the labyrinth of Crete. His former 
employer, King Minos, has captured his 
spirit and forced him to build another 
labyrinth, this time not mere tunnels 
beneath the palace at Knossos, but a 
labyrinth that extends into time. By 
means of its considerable passages King 
Minos will mount campaigns into every 
age. Not only will he conquer all the 
known world, he will conquer all known 
worlds in all of time: past, present and 
future! There can be no greater conquest 
(excluding other planets, of course). If he 
succeeds he'll make Alexander the Great 
look like a gentleman farmer. 

And guess who has to stop him? As the 
only mortal Daedalus has been able to 
contact, YOU must penetrate the far 
reaches of the labyrinth, collect any 
goodies along the way, and figure out 
how it can be destroyed. There's an 
object, which holds the labyrinth together. 
Destroy that object and the labyrinth 
comes apart at the seams and the earth is 
saved for all times...literally. 

Action is by means of a few command 
icons at the bottom of the screen. You 
can “pick up,” “move,” “open,” “close,” 
and “look closer.” But if that weren’t 
simple enough, get this: there’s NO 
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MANUAL TO READ! No character con- 
figurations to set up in advance, no spells 
to learn, no battle techniques to master. 
Daedalus leaves, and you find yourself. 
with a quarter in your pocket and a map 
that, alas, only shows you where you've 
already been — which is nowhere, so far. 

Leaving the subway car you find your- 
self in the hall of a 19th century hotel. 
Look at those gas lights! A close-up 
reveals exquisite brass and richly pat- 
terned wall paper. In a guest room exam- 
ine the paintings close up and the old 
windup Victrola. Go into the bathroom 
and pull the string on the flush toilet. 

As you begin you'll notice that the 
movement is slow. At first that's not a 
problem because you need time to take in 
the extraordinary sights. Also, you don't 
know when the minions of Minos are 
going to jump out of a closet (much less 
the minotaur!), and so you're not exactly 
charging down the halls. But there are no 
minions. After Daedalus you will never 
see another soul, and your adventure dete- 
riorates into walking the corridors of a 
museum after closing. 

The game is sluggish, and the reason, of 
course, is that the game is played (and can 
only be played) from the CD Rom disk. 
This has several advantages not the least 
of which is that games requiring a vast 
amount of storage will take up only a pal- 
try amount of space on your hard disk. 
For example, LOT utilizes a single direc- 
tory called LABSAVES to record the nine 
permitted saves. For my own games that 
took, in toto, only 972 bytes! Returning 


to the speed, I should add that I used a 
double speed drive (SONY CDU31A) and 
can only assume that with a single speed 
drive the game would progress with the 
speed of a glacier. 

Both the booklet that comes with the 
game and the hints hotline encourage you 
to examine everything carefully. If you 
do that, the game is interminable. The tab 
key, which serves a hot key, toggles little 
arrows around to all the places of (pre- 
sumed) import which ought to narrow 
down your searches. Unfortunately, nine- 
ty-nine percent of everything you are 
invited to look at is of no value, which 
wouldn't be so bad if the process weren't 
so slow. Every light fixture in every room 
gets an arrow, but you can't take any of 
them with you or even move a single one. 

If you play this game you'll need to be 
in the right frame of mind. Lean back and 
enjoy the visuals. You never know 
whether the next door will open on to a 
Minion palace or a 50s diner. Next, don't 
bother to examine anything closeup unless 
it really looks interesting. There are a few 
things you have to move, like a column on 
top of a Mayan ziggurat, but those are 
pretty hard to miss. 

The humor is usually good. There's a 
wonderful scene in the mine when you 
pull the sword from the stone. It's also 
funny how you have to "fix" the subway 
car when it gets crushed. However, state- 
ments like *greedy aren't you" that pop 
up when you try to use the “take” option 
get old very fast. 

You'll find it dificult to complete the 
game without hints, but after spending 
$59.95 you may not feel like laying out 
another $20 for the repeated calls to the 
900 hint line. One place hints are cheap 
are from Morgan in the mirror hall, but 
be careful. Remember that quarter you 
started with? Do not put it into anything 
except a pay phone. You'll encounter 
two other machines (including Morgan), 
both with 25-cent slots before you run 
into any pay phones. It's very tempting 
to use the coin, but as far as I can tell, 
you're screwed if you do. (That one hint 
should save you the cost of this magazine 
in 900 calls.) 

There's no big battle. Palaces don't 
crack and tumble. Upon completing the 
maze you'll simply meet the second ani- 
mated object in the game. The encounter 
will be bloodless and the ending will be 
quick. 

Was it worth it? Well, the images 
you'll see will stay with you for a long 
time. 

So what about the minotaur, you ask? 
Is he really a wimp? Well, there are few 
enough surprises in this game, and that 
one I leave for you to discover for your- 
self. 


Strategy Plus 


Pow 
long can you 
survive in a constantly 
changing world of 
alliance and intrigue? 


Dill 
you be a minor player 
in the politics 
of the age, 
or push the limits 
of empire and 
dominance? 


Coming soon from Mindcraft. 
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Developed by 
Drew Pictures 


Published by 
Spectrum Holobyte 


Systems 
IBM PC, Mac 


Graphics 
SVGA 


Sound 


Sound Blaster or 
Compatible. 


Requires 

Windows 3.1; CD- 
ROM (150gb/sec sus- 
tained transfer rate) - 
Double speed CD- 
ROM recommended ; 
386/25 or faster 

4MB ram; 16megs of 
Hard Drive space 


by Geoff Keighley 


is in a state of cold war with an alien 

race, known as the Thanatosians. 

Somewhere, in the middle of space, the 
starship SS Jeremiah Obrian is travelling 
towards a small planet named Calliope. 
Although the crew doesn't know it, the 
ship is loaded with a doomsday weapon 
(codename Iron Helix) to destroy the 
lanet of Calliope. A virus from the 
weapon has escaped on to the ship, and 
the crew members slowly die off, but not 
before they can send an emergency bea- 
con. You receive this beacon and imme- 
diately send a probe to disable the bomb. 
Your journey will not be an easy one, 
but you are in search of the Irom Helix. 
Drew Pictures and Spectrum Holobyte 
have formed an alliance to create this 
futuristic CD-ROM only game. It was 
originally developed on the Macintosh 
and released on that platform in June, 
993. Now, months later the IBM ver- 
sion has been released (this review is 
based on the IBM version). 
The SS Jeremiah Obrian is a highly 
advanced spaceship, and your quest to 
isable the high-tech war weapon will 
not be an easy one. Your probe (known 
as Darwin) will deal with a number of 
conflicts. First and foremost, the Obrian 
oes not take kindly to unauthorized vis- 
itors, and there is a special robot, proper- 
ly referred to as the “destroyer,” whose 
mission is to destroy all trespassers. 
Darwin is also battling against the bom- 
b's internal clock which is ticking away. 
If you don't get to the bomb in time, 
you'll be held responsible for millions of 
deaths. Ok, so you're under just a little 
bit of pressure! 

Once you start the game, a strict 
female admiral will brief you on the sit- 
uation and wish you good luck. First 
stop: the SS Jeremiah Obrian. 


E is far into the future, and the Earth 


Phased Play 

Iron Helix (Helix) is divided into 
four phases of play. The first phase of 
the game is to find DNA samples of the 
crew (using the high tech scanner on 
your probe) and store the samples. 
After finding 3 DNA samples of the 
crew, you will be able to use those sam- 
ples to open all the restricted areas of 
the ship, and thus advance onto the next 
stage. Stage two is the process of col- 
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Iron Helix 


lecting video messages from the crew 
members (before their untimely deaths) 
which contain the codes to disable the 
bomb. After finishing stage two you're 
off to disable the bomb....oh, I almost 
forgot the part in between getting the 
code and disabling the bomb: you have 
to take care of the destroyer robot 
before you can enter the codes or "it" 
will override them. 

The probe is a self-contained machine 
that carries out functions internally. 
Darwin's only link to the outside is his 
robotic arm which can connect into data 
ports around the ship and access the 
main computer and also retrieve DNA 
samples. 

The game's interface is relatively 
simple, and resembles the inside of a 
probe. There are four directional 
arrows which will move the ship 
around the Obrian's six levels. The 
actual screen is divided into three sub- 
windows. In the first window, there is 
à view out of the probe at the Obrian. 
The second window is a screen where 
you can control the probe's inventory 
and other functions. The third window 
is capable of displaying three maps of 
the ship detailing the probe's location, 
and where its arch enemy, the defender, 
is located. 

All these informational screens and 
windows are simple to navigate through, 


but all this information on the screen 
provides a “claustrophobic” feel to the 
game. The actual view out the probe is 
very small. Throughout the game, you 
will see the grey control panel which 
carries out all the functions of the probe. 

Darwin (the probe) only has so much 
power, and each action performed uses 
up power. To track down DNA sam- 
ples, the probe will need to scan the ship 
and track DNA samples down. Also, if 
the Destroyer Robot gets too close to 
Darwin, the probe has the ability to jam 
the Destroyer's radar. 


Undergoing Conversion 

Helix's graphics are not jaw-drop- 
ping, but they are impressive. It 
appears that there was some quality in 
the graphics lost from the Macintosh to 
BM conversion; some of the graphics 
seem very grey and dim, as if they had 
been converted and not touched up. 
This grey and dim look to the graphics 
may be a problem with the game work- 
ing only under windows, where you can 
only use 236 of the available 256 colors 
for VGA artwork (windows needs 20 
colors for icon bars, etc.). Nevertheless, 
the 3D views out of the probe are well 
rendered, although admittedly small. In 
addition, the full motion video 
sequences are very small in size, and 
sometimes it's hard to actually see 
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what's going on outside the probe. 

The game does not take up all the 
screen in SVGA mode. It fills only 7596 
of the Windows screen, while leaving 
the rest of the screen black. There is no 
explanation given for this, but I suspect 
it may have something to do with the 
aspect ratio between a Macintosh (where 
the game was originally developed) and 
the IBM. 

One of the big selling points of Helix 
is its "cinematic graphics" just like 
Hollywood. The graphics might have 
been stunning cinematic scenes if they 
were in full screen, but the small win- 


dow they are in makes them look like 
slides, not full-motion-video cinematic 
scenes. 


Peering Through a Keyhole 

The designers don't hide the fact that 
the video images are in a very small 
window. In the manual, they clearly 
state that the current speed of CD-ROMs 
does not allow for them to do full screen 
video without significant slowdowns. 
But, it’s a wonder how a game like The 
7th Guest can accomplish full screen 
SVGA graphics, while Iron Helix is 
limited to a little tiny window. The 
small video size is painfully obvious in 
the opening introduction, as it's dis- 
played in a tiny T.V. monitor, 1/8th the 
size of my screen. 

These small “sub-windows” in the 
game allow for a very fluid frame rate. 
never experienced any problems with 
the full motion video stalling, or an 
overall slowdown. Perhaps the speed of 
the game can be attributed to the 16 
megabytes of hard drive space the game 
requires to install. In my opinion, end- 
users buy CD-ROM games so they don't 
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take up hard-drive space. I wouldn't 
mind the game needing | or 2 megs of 
hard drive space, but 16 megs is ridicu- 
lous. 

Music in Helix is quite well done, as 
are the sound effects. I noticed that on 
my Pro Audio Spectrum 16, the quality 
of some music wasn't the greatest, 
although I still enjoyed the game's 
soundtrack. 


Relentless Action? 

The game is billed as “relentless 
arcade action" and it is. I always felt 
like I was on the run from the Defender 


Robot. Don't be misled by this state- 
ment, as there is not a lot of fighting. 
The only time the probe will come in 
direct contact with an object is when the 
destroyer tracks down Darwin. I consid- 
er Helix a mix between an arcade game 
and a strategy game..... 

Helix is best described as a gigantic 
maze. The first part of the game is sim- 
ply moving around the ship and collect- 
ing DNA. I was very happy that there is 
an auto-map feature that details exactly 
where the probe is always, so it's never 
“lost in space". 

To successfully complete the game, 
it's a good idea to create some maps on 
paper which detail the locations of DNA 
samples. (The game does not mark this 
on the auto-map). 

The game allows for three difficulty 
levels, so it will appeal to all gamers. 
Even on the beginner difficulty level, I 
found that this game wasn't a piece of 
cake to complete. With the higher skill 
levels, the Defender Robot becomes 
smarter, and video clues and DNA 
become harder to locate. There is never 
a dull moment in the game, as the probe 


is always trying to avoid the Defender. 
Its a high-tech cat-and- mouse chase, 
with the probe being the mouse! 

Don't forget to read the manual that 
comes that comes with Helix. It pro- 
vides vital background information and 
detailed descriptions of all the crew 
members (which is needed when collect- 
ing DNA samples). 

There is a great attention to detail in 
the game and it shows that Drew 
Pictures did a lot of research (maybe 
they just watched Star Wars a few hun- 
dred times). 


The detail and depth of the game help 
draw the player into the game, and make 
him/her feel like he/she is controlling the 
ship, and not watching an interactive 
movie. 


Recombinant DNA 

I've noticed several bugs and small 
problems with the game. These range 
from small problems such as an “open 
door" prompt where there is no door, to 
fatal bugs that caused me to have to 
restart the game. There is a SAVE 
option, so if games are saved frequently, 
there shouldn't be too many problems 
with bugs. There are several bugs in the 
IBM version of Helix, and I hope Drew 
Pictures releases a bug fix shortly to fix 
these problems. 

If you haven't already discovered 
from my previous comments, Iron Helix 
is not a game that will “blow you away 
with spectacular graphics and sound." 
The graphics and sound are impressive, 
but after seeing a game like The 7th 
Guest (T7G), they aren't as spectacular. 
Iron Helix does have something that 
T7G doesn't, and that is an excellent 
and believable story, almost as good as a 
major hollywood movie. I'm glad to see 
that the developers concentrated on a 
good story, and not spectacular graphics 
and sound. 

I found it hard to get "into" the game 
with its claustrophobic feel, but it even- 
tually grew on me. After a few days of 
playing, the game reached it goal of 
making me feel like I was really control- 
ling the probe. The game has a lot of. 
potential, but the small outside probe 
view was a major disappointment. If the 
video had been larger, I think the game 
would have instantly impressed me. 

Iron Helix isn't a revolutionary piece 
of software, and it's not going to blow 
you away, but it was still fun to experi- 
ence. If the video was full screen, and 
the screen wasn't filled with a grey con- 
trol panel all the time, it would have 
been more enjoyable. Nevertheless, 
Iron Helix was a unique experience; it's 
a ticket to the future of space and 
humanity. Q 
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Designed by 
Rand and Robin Miller 


Published by 
Broderbund 


Systems 
Macintosh with CD 
ROM 


System Requirements: 


256 Color Macintosh 
4 Megabytes of RAM 
(2500K of free RAM) 
System 7.0.1 

or higher 
Quicktime(tm) 1.6 and 
Sound Manager (tm) 
3.0 (provided 

with game) 

3 MB of hard disk 
space 


ere is a new sensation in the 
computer game industry that has 
everyone talking, it is MYST, a 


new CD ROM game for the Mac. 
Truthfully, the game of MYST is phe- 
nomenal. I know of several people who, 
after having seen MYST, went out and 
bought a CD ROM player or a Mac com- 
puter with a CD ROM player just to be 
able to play this game. If there were such 
an item as a “dictionary of superlatives” it 
could be used to describe MYST, all of 
the words would apply. 

MYST is a delight for the senses. The 
clues come in many forms, some visual, 
some auditory. There is a subtlety of style 
that is extremely complementary to the 
virtual reality feeling of the game. 
Moving throughout the game is extremely 
simple. The cursor is positioned in the 
direction that the player wishes to travel 
and a click of the mouse executes the 
move. When the player wants to turn 
around, the cursor becomes a hand that 
points either left or right as it is moved 
toward the corresponding edge of the pic- 
ture. Similarly, when moving or looking 
up or down, move the cursor to the upper 
or lower edge of the picture and click the 
mouse. Some locations are not important 
and clicking in those areas will have no 
effect. This indicates that there is nothing 
of worth investigating in that area. 


Shores of Glee 

As MYST opens the player is trans- 
ported to the shores of what turns out to 
be an island. Welcome to the island of 
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by Sandy Kettenhofen 


MYST. Immediately the player is 
plunged into the surrealistic environment 
that has been beautifully carried out 
throughout the game. As you venture 
forth to discover your surroundings you 
will find many items which obviously 
have some function; but what the func- 
tion is cannot be determined without fur- 
ther investigation. Following the pathway 
up and around leads to some buildings. 
One of these buildings is a library. It is 
here in the library that the majority of the 
clues will be discovered, providing the 
means to start your journey. 

In the library is a multi-shelved book- 
case. Although the majority of the books 
are badly burned, several extremely 
important volumes are contained here. As 
you read the books that are still intact an 
inkling of what has happened on the 
island begins to evolve. When you finish 
reading you will have some answers but, 
unfortunately, you will also have many 
more questions than when you started. 
Upon further investigation you will dis- 
cover two books that are suspiciously not 
with the others in the bookcase. Instead 
they each occupy their own shelf on oppo- 
site sides of the room. One of these books 
is red in color, the other is blue. You see 
that the books each have a page torn out. 
As you reach for the page, it appears in 
your hand; the most logical thing is to put 
the page back into the book from which it 
came. Once you put the page back in the 
book it is possible to obtain a message 
from the book. Unfortunately, however, it 
is an extremely garbled message. You're 


only able to catch an occasional word, 
tantalizingly close to being a phrase, but 
not quite. Obviously more pages are 
missing from the books and these pages 
will have to be found to understand what 
is being said. 


Is it Art or just Gaga? 

Turning the search to other areas of the 

library, several pictures are apparent on 
the walls. These pictures are not only 
decorative but functional as well. Finding 
the use for these pictures leads to some of 
the major secrets of the library. It is 
through these clues that the other areas of 
MYST are reached. Yes, MYST isn’t the 
only adventureland in this monumental 
game. As you develop the clues found on 
the island of MYST you will learn how to 
reach the other “ages.” Each of these 
“ages” is a masterpiece in its own right. 
Each is similarly stunning, yet unique. 
There are four "ages" in all that must be 
reached and explored before enough of 
the pages are returned to the colored 
books to help you understand the impor- 
tance of the messages. 
There are other buildings to be investi- 
gated on the island of MYST. Each has 
its own set of clues as to its function, as 
well as an indication of where it fits into 
the grand scheme of things. Each of these 
buildings plays an important part in help- 
ing you reach the other ages. The clues 
are contained partly in the library books, 
partly in the clues obtained from within 
the library and the rest come from the 
buildings themselves. It is simply a mat- 
ter of putting together the clues to achieve 
the desired result. The clues that lead the 
player to the other ages are concise, well 
defined and completely logical. There are 
no false trails or clues that are beyond the 
pattern of sound reasoning. Once the 
necessary clues are developed, it is simply 
a matter of logical thinking for you to 
deduce the method that will take you to 
another age. When you arrive in the next 
age, the discovery process continues. 
Walking through the new age viewing the 
artistic representation of this new world is 
a reward in itself. The landscapes, build- 
ings and rooms are rich with colors and 
textures. There are clues in each age that 
lead to the discovery of additional missing 
pages from the red and blue books. The 
final challenge in each of the other ages is 
to discover the method used to return 
from this age to the island of MYST. 

Each new age gives you an opportunity 
to discover items that bring forth more 
information from the colored books in the 
library. A great part of the mystery turns 
out to be that you’re challenged with the 
issue of who and what to believe. As the 
stories contained in the colored books 
unfold the truth becomes increasingly dif- 
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ficult to determine: what actually hap- 
pened, who is telling the truth, why the 
books are burned, and so the questions 
multiply. It could probably be best 
summed up by saying the more you know 
the less clear it becomes. 


Baseball Without the Rules 
Although the story line in MYST pro- 
ceeds along a predetermined path it is 
extremely non-linear. It makes absolutely 
no difference which age one accesses first 
or last, since the ages are independent of 
each other. You’re not faced with the 
problem of being unable to get results in 
one of the ages because you were sup- 
posed to bring something from a different 
age, for instance. Thankfully, retracing 
steps is kept to a minimum and even when 
it does become necessary the Miller broth- 
ers have provided a wonderful little func- 
tion entitled the “zip mode.” Using this 
feature enables the player to by-pass pre- 
viously explored terrain and “zip” directly 
to the target area. When the “zip mode” is 
selected there are certain key places where 
the cursor turns into a lightening bolt. 
This indicates that the player can arrive at 
the shown destination without having to 
move step by step to get there. This is a 
tremendous time-saver and is very appre- 
ciated when it is necessary to go back 
over the same path. However, this mode 
should not be used if the area has not been 
completely explored. It is entirely possi- 
ble that valuable items or clues could be 
overlooked using this feature. 
The entire package of MYST positively 
shouts quality. Included on the CD ROM 
with the game program are the support 
programs necessary to play the game, the 
newest version of Sound Manager(tm) 


and the most current version of 


Quicktime(tm). Accompanying these 
programs is a wonderful Quicktime(tm) 
movie, “The Making of MYST,” which 
provides glimpses into the creation, devel- 
opment and implementation of MYST. 
The Miller brothers went to great 
lengths to develop a product that would 
not be mired down by its own weight. 
Considering that some of the CD ROM 
programs produced have been slow to the 
point of tedium, the Miller brothers were 
determined that they would do everything 
they could to minimize slowness in 
MYST, and they have succeeded 
admirably. Several of the MYST files are 
transferred from the CD ROM disk on to 
the hard drive. This assists in keeping the 
program as fast moving as possible. The 
program does not get in its own way and 
proceeds along at an acceptable speed. 
The scene transitions are smooth and the 
Quicktime(tm) movies included in the 
program are so ingeniously woven into 
their surroundings that the player is 
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unaware of the size limitations. The music 
and sound effects are so much a part of 
the program that they are stunning and yet 
unobtrusive at the same time. 


Blit Crit 

There are one or two small functional 
criticisms that could be mentioned regard- 
ing the programming of MYST. Saved 
games are somewhat cumbersome and 
multiple saved games become tedious. 
The menu bar is hidden during regular 
game and can only be accessed by press- 
ing the command key and the space bar 
simultaneously. The program is set up to 
have one “saved” game at a time, howev- 
er, exploring the menu commands will 
enable the player to create several differ- 
ent saved games. Even though it is possi- 
ble, this becomes awkward when attempt- 
ing to save different games at different 
stages along the way. Additionally, when 
a game is “saved” it is not reopened at the 
point at which it was saved, rather, it is 
opened at the original arrival point in 
whatever “age” the game was last saved. 
By utilizing the “zip mode” this is not a 
big inconvenience, however, it does 
require some extra effort on the players 
part to travel back to where they were 


when they “saved” the game. 

Due to the sheer size of the program, 
MYST is a memory hog and although in 
most cases it functions fine under the pre- 
set memory capacity, there are situations 
where it will “hang.” Increasing the 
memory allocation for the MYST pro- 
gram eliminated the “freezes” or “hangs” 
in which the program locked up. There 
have also been reports of difficulties that 
have been attributed to players not using 
the newest Sound Manager(tm) and 
Quicktime(tm) programs that were sup- 
plied with MYST; however, this certainly 
cannot be considered the fault of the pro- 
gram’s creators. 

Traveling through MYST is a true joy 
and one without the threat of dying every 
few minutes. MYST embodies the spirit 
of adventure without having to pay the 
ultimate penalty and restart the game 
every time anything new is tried. The 
player can relax in the knowledge that 
they are not going to be killed trying an 
experiment or exploring an unknown 
area. An item either performs a function 
or it doesn’t, although it should be noted 
that sometimes an item has a potential 
function but only after completing the 
puzzle that leads to it. Q 
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LANDS OF LORE: THE THRONE OF CHAOS is a trademark of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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In this month’s report, Commander Crunch 


proves that he isn't just a simulator jock 


Ithough a great many of us who fly flight simulators 

A: of actually being a combat pilots, very few of us 
anage to fulfill that dream. In pursuit of this dream we 

form "electronic squadrons" to facilitate head-to-head play over 
modems and networks, we discuss the flying qualities of the vari- 
ous simulators and argue about their "realism," we endlessly 
debate air combat maneuvers, and quote doctrine from Fighter 
Combat: Tactics and Maneuvering, a manual written for real- 
world combat pilots. The top guns of the various electronic 
squadrons, BBS, and competitions lecture the greener pilots in 
the ways of simulated combat using their hands and airplanes-on- 
sticks, just like the big boys do. We talk about angles and energy, 
and the benefits of various maneuvers. 

But, how much do we really know about Basic Fighter 
Mechanics (BFM)? What would happen if a simulator-only pilot 
was suddenly placed behind the controls of a real aircraft and 
told to fly and fight? Sound like the ultimate dream? Maybe. 
Sound impossible? Not quite. There are a surprising number of 
companies around the USA that make this very dream come true. 
Although they use prop aircraft in place of jets, I know of two 
places, Sky Warriors (SW) in Georgia and Air Combat USA 
(AC) in California, and have heard reports of additional compa- 
nies in Texas and Florida. I have no association with any of these 
companies except that I’ve had the pleasure of attending Sky 
Warriors twice with a group of simulator-only pilots. What fol- 
lows is an account of those outings, and a report on just how well 
sim-jocks made the transition from the keyboard to the cockpit. 

SW uses the Beechcraft T-34 “Mentor” aircraft. The T-34 is a 
tandem two-seat trainer used by both the USAF and the USN 
since 1953, and is still in service with the USN today and used as 
a combat aircraft in Morocco, Ecuador, Indonesia, Peru, and 
Argentina. Although the engine is much smaller than engines 
found in the classic warbirds of WWII, the T-34 is a much lighter 
aircraft. The result is a very maneuverable, prop-engined aircraft 
perfect for teaching air combat basics. SW has added lasers, sen- 
sors, and three video cameras to each T-34. A SW safety pilot 
(all are current or retired fighter pilots) sits in the back seat, and 
the attendee sits in the front seat. The SP is required to handle 
takeoffs and landings, but once out of the traffic pattern the air- 
craft is yours to fly as much as your ability (and nerves) allow. 
Be warned, though, that the SP will not hesitate to take the air- 
craft controls from you at anytime necessary for safety reasons. 
You fly to the ops area, do a few warm-ups and training lessons, 
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then three to five fights. Each fight begins with a clean pass, with 
one of the SPs calling “fight’s on” as the aircraft pass each oth- 
ers’ 3 o'clock/9 o'clock positions (called the 3-9 line). After the 
flight, both opponents and their SPs debrief and watch both 
videotapes in sync on side-by-side VCRs. It’s a first rate outfit 
from start to finish. Counting the briefing, 1 hour and 20 minutes 
(approximately) flight time, and the debriefing, each hop requires 
about 4 hours. 

I annually attend SW with a group of simulator only pilots 
who have formed the 586th TFS “High Hands.” Except for our 
CO who is a retired A-10 pilot, the rest of us have no combat 
time except for thousands of simulator hours. To be quite honest, 
those credentials didn’t immediately impress the SW staff. Most 
of them being unfamiliar with PC-based sims were unaware of 
how deep we’ve actually dug into the topic. 

That was no problem, however, as SW is designed to operate 
ike a school and teaches air combat basics in steps. Each flight is 
preceded by a detailed briefing where tactics and concepts are 
discussed at length and practiced at the start of the flight. If you 
have no clue regarding ACM, the staff will step you through their 
syllabus and have you cranking around the sky in no time. If you 
have some background in ACM, don't worry, the staff won't 
hold you back; you fly up to your skill level. 

It didn't take long for the SPs to re-evaluate their views on PC- 
based flight sims. Simulator-only pilots quickly proved three 
things: First, we really do understand 3D maneuvering, angles, 
and energy. Understanding the basics of energy management 
allowed us to have deeper, more detailed discussions with the 
SPs. We all learned a lot at SW, partly because we already had 
the basics down pat. 

Second, we were able to maintain situational awareness. 
Despite feeling 5g for the first time in our lives, despite having 
the horizon spinning madly around the canopy, we flew with our 
eyes locked on our opponents, and rarely (if ever) looked at the 
instrument panel. This was no small achievement. Our only train- 
ing in maintaining situational awareness came from the sims, yet 
we were able to follow where the opponent was, and more 
importantly project where he was going. 

For example, on every fight we always have a synthetic 
*hard deck" somewhere around 2,000 feet above the ground. 
This provides ample altitude to recover from even the worst 
departure. On one particular fight, my SP, callsign “Ray”, and 
I flew against *Pinecone" (our CO and an ex-A-10 pilot) and 
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his SP, “Bojaz.” Pinecone and I crossed each other's 3-9 line 
and once "fight's on" was called, both of us pitched up and 
turned toward the other. We kept the fight vertical, pitching 
nearly straight up trying to slow and tighten our respective 
turns enough to gain an angular advantage, but as speed 
dropped and the g-load relaxed to near zero, we subsequently 
dove nearly straight down trying to recover the airspeed we 
lost during the climb. At the bottom of the dive as speed 
increased, we'd pull 4.5 to 5g and bring the nose back above 
the horizon and repeat the process. After about two passes of 
this, we'd lost a lot of altitude and were only about 500 feet 
above the hard deck. Crossing the hard deck, for our purposes, 
was the same as flying into the ground 

Coming around again, Pinecone pitched up and I went right 
up after him. As his speed dropped, he snapped the nose back 
down and began to dive. From the back seat, Ray called to me 
saying “he’s going back down!” I didn't know exactly where 
the deck was, but I knew it wasn't all that far away. I made a 
quick determination that diving from this height was more 
dangerous than taking my nose off Pinecone. I responded to 
Ray saying, "we're too low, I’m not going down after him." I 
kept my turn into him coming, as I leveled the nose on the 
horizon. I was losing some of my angular advantage as 
Pinecone dove, but it looked like he'd bust the hard deck. If he 
didn't, I was counting on having several hundred feet of alti- 
tude advantage in my favor. Although Ray responded by only 
saying "OK," but the tone of his voice gave me the impression 
he didn't think that was the wisest choice I could make. 
Pinecone, if he “survived” the dive, would easily have 170kts 
of smash at the bottom which would go a long way countering 
my altitude advantage. My mind was running a mile a minute 
trying to decide what to do when fortunately for me Pinecone 
broke through the floor and Bojaz called "Knock It Off” 


(KIO). The fight was over, and I had a “ground kill” on 
Pinecone. I didn't shoot him but he was just as “dead” and hey, 
a kill is a kill. The point is, I was aware enough of the environ- 
ment to know that I was too low to dive. Had I followed him 
down, we both would have broken through the hard deck and 
both of us would be “dead.” 

On a later fight, I managed to saddle up behind Pinecone who 
depleted all of his energy and was flying a slow turn about 100 
feet above the hard deck and got a good laser shot at him. The 
long burst of white smoke coming from his aircraft is captured 
forever on my VHS video tape. Ray was quite amazed that I was 
holding my ghter pilot. Not counting approx- 
imately 10 hours of flight time at SW, I had no flight experience 
except for simulators, yet Pinecone and I were very evenly 
matched. 

The third advantage simulator pilots had was: we flew 
against the other aircraft, not the ground. General aviation 
pilots flying under-powered civilian aircraft go to great lengths 
to learn how to fly straight-and-level, make coordinated turns, 
and not stall the aircraft. Simulator pilots were not concerned 
with these details. Although it is nec ry to be aware of 
which direction earth's gravity is pulling you and how far 
away the hard deck is, simulator pilots focused on maneuver- 
ing against the enemy, not against the earth. Most of us stalled 
the aircraft far more times than we'd care to admit, and several 
of us (myself included) even unintentionally experimented 
with a few spins. 

In the end, a great time was had by all. Several of the SPs 
became hooked on flight simulators, and most of the 586th mem- 
bers have seen marked improvements in their simulator flying 
after returning from Sky Warriors. More importantly, the 586th 
earned the respect of the SPs, who now have a new appreciation 
for the power of PC-based flight sims. 
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CyberRace 


by Steve Bauman 


"I used to hate it, till I played it.” 
-infamous Hindu proverb 


review of Cyberdreams' latest game 

CyberRace (CR), saying that it was 
too slow, too boring, too simple, and too 
silly when something weird happened. I 
read the manual and played it one more 
time. Then one more 
time. And yet another 
time. Suddenly, the 
skies opened, sunlight 
poured into my dark, 
dank room, and tri- 
umphant music blasted 
from some unknown 
source. I saw the light. 
CR turns out to be a 
graphically spectacular 
and action-filled 
race/combat game. 
Color me impressed. 

My incorrect first 
impression of CR was 
that it was merely a 
pretty version of 
Deathtrack, Dynamix’ 
incredibly fun racing and maiming game 
released in the late 80’s by Activision. 
The on-track graphics are among the 
finest you will ever see in a first person 
game (at least yet, but not without some 
cost, which I'll discuss later). The 
sound is well done, with appropriately 
bone-crunching race sounds (explosions 
and such), but it initially appeared that 
the game had no depth or strategy. Just 
go fast and shoot things. Yawn. 

To top that off, the cut scenes in CR 
were (and are) painful to watch, as the 
dialogue is of the pseudo-macho tough 
guy school and the characters’ expres- 
sions never change. Your character 
Clay looks more wooden then 
Pinocchio. He makes Al Gore look like 
Robin Williams. You get the feeling 
you could slay his mother in front of him 
and he wouldn’t blink an eye or change 
his expression. Someone give this guy 
an expresso and play some James 
Brown! Give him some life! A word to 
the wise: if you're going to do this sort 
of "cut-scene thing" make sure you do it 
right. Perhaps the CD version will 
amend this obvious problem. 

Little things had begun to stick out 
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E all set to write a scathing 


like a sore thumb. There was no mouse 
support for the menu screens, just key- 
board. That annoyed me. After a few 
races I was getting beat up badly and 
started getting frustrated. Just what was 
this thing, an action game, a flight simu- 
lator, a driving simulator, or just pretty 
pictures? I stopped playing it for a cou- 
ple of days and went back to it after a 


refresher course with the manual. 
Suddenly things started happening. I 
occasionally won a race. I figured out 
that you'd better keep an eye behind you 
and pack a lot of mines to get rid of 
those who may try to shoot you down. I 
learned that lots of side to side motion 
will shake a missile, as will diving 
behind a slope in the terrain. I suddenly 
realized that I was having a helluva lot 
of fun playing this thing. 


War Of The Worlds 

The story behind CR is your typical 
science fiction tale. Two great empires, 
the Terran and Kaladasian, have been 
battling each other for years. A freak 
accident in battle caused an entire planet 
to be vaporized and turned into a black 
hole. This was sufficient to force an end 
to the war. It was decided that war was 
to be replaced with the CR, a deadly 
one-on-one competition between war- 
riors using technology, courage, and 
strategy. They race high-powered, 
armored, and weapon filled sleds on 
alien planets. 

You play Clay Shaw, a young Terran 
who was the son of the top Terran racer 


John Shaw. Your father is killed in a 
freak accident involving the leader of the 
Kaladasians, Mugyor. Only, it wasn't 
really an accident - Mugyor was basical- 
ly a sore loser and wasted your father. 
Now you are the rebellious sort (who 
isn't in these games) so you vow 
revenge, only you won't race against 
Mugyor as you don't think your govern- 
ment did enough to 
protect your father. 
Well, your fine gov- 
ernment really wants 
you to race so they 
kidnap the love of 
your life, the well 
know beauty Alyssia, 
in order to force you 
to race. You aren't 
racing for pride or 
revenge now: you're 
racing for love. 

CR is broken 
down into three pri- 
mary game phases. 
They are the pre- 
race, the race, and 
the post-race. The 
pre-race consists of animated cut scenes 
that show your progress (as it pertains 
to the rest of the world at large) and the 
status of Alyssia. You will spend most 
of these segments listening to news 
reports and talking to Dobbs, the repre- 
sentative of the government. Dobbs 
will tell you about various rewards he 
may offer for the next race (eliminate 
pilot X and receive Y credits). You'll 
also get race advice from Nardo, your 
pit chief. After the cut scenes (more on 
these later) you will be able to deal 
with some shady characters that will 
allow you to sabotage other sleds, bet 
on the race, buy black-market weapons 
for your sled, and get inside informa- 
tion on the other teams. After talking 
to these people, you will finally be able 
to select the equipment for your sled. 
With each race you will earn credits, 
and those credits can be used to pur- 
chase new items for your sled and to 
repair damage from the previous races 
(the other teams can sabotage your sled 
too). 


Summertime Sledding 
Next up is the actual race itself. The 
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race consists of a first-person view out 
the front of your sled with various 
views being available using the func- 
tion keys (the views appear in the win- 
dow at the bottom of the screen). The 
sleds are equipped with an automated 
altitude control, which means that you 
only have to control your horizontal 
movements. You select weapons using 
the keyboard and use the joystick for 
ship movement. The Thrustmaster joy- 
stick is fully supported so you will not 
have to touch the keyboard for weapon 
selection. 

You don’t just have to master 
weapons on the track. You have to 
actually stay on the track, which can be 
difficult when you’re trying to lay 
mines to get that Kaladasian off your 
tail while also trying to launch a missile 
at the guy in front 
of you in order to 
pass him. You'll 
have to stay on the 
track as you accu- 
mulate credits just 
for staying between 
the pylons that 
mark the track. 
The only problem 
with staying on 
track is that you are 
an open target for 
the racers behind 
you. 

You will have to 
monitor your shield 
status during the 
race, because when 
it’s gone your sled 
will become immobilized and your race 
will be over. You also have weapons 
displays, radar, target lock indicators, 
and a track locator (get REAL familiar 
with this display — you'll often find 
yourself lost as every hit on your sled 
spins it around in circles). Most of the 
races are around seven laps long, and 
you race until one of the drivers com- 
pletes all of the laps. There are also 
some demolition derbies thrown in for 
variety. 

After the race you'll be at the post- 
race screen, where you will find out 
your finishing order and your credit 
tally for the race. CR uses a branching 
storyline much like Wing Commander, 
so each outcome of the races influences 
the story. If you lose a lot (like I do) 
then Alyssia starts getting treated nasti- 
ly and the Kaladasian’s start gaining 
more power in the galaxy. If you win 
you'll get some “quality time” with 
Alyssia and the Terran’s will start to 
gain strength. Cyberdreams claims that 
there are hundreds of plot variations, 
and while I am unable to verify that 
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claim I can say that I have no reason to 
doubt it. 


Great Expectations 

Expectations are high for CR and for 
good reason. Dark Seed was an auspi- 
cious debut for the company, showcas- 
ing a unique graphic look that extended 
not only to the game itself but to the 
packaging. Ads for CR appeared many 
moons ago but the game has been 
delayed for nearly a year in order to get 
a complete graphic overhaul. Gone are 
the original polygons and bitmaps: in 
their place is a voxel world much like 
Nova Logic’s trend setting Comanche: 
Maximum Overkill. 

One of the main problems with ren- 
dering a world with this method is that 
the landscape must be loaded into RAM 


in order to speed up the display, which 
means that the world must be smaller 
(CR, like Comanche, requires four 
megabytes of RAM and no EMS memo- 
ry managers). That was one of the main 
criticisms of Comanche, that the worl 
was too small and just wrapped around 
when you left one side of the game 
world. CR does a good job of masking 
this deficiency because you are just 
going around in circles around a marked 
track. The quality of the scenery an 
ray-traced sleds you’ll race against will 
also cause you to forget about the size o 
the world. 

The man responsible for much of the 
inspiration, design, and graphic work 
for CR is world famous futurist and 
industrial designer Syd Mead. Mead is 
most famous for designing vehicles an 
sets for Ridley Scott’s amazing Blade 
Runner, the most influential science 
fiction film of the last fifteen years. 


Your're no Speed Racer 
If there is one glaring flaw with CR 
it would have to be its speed, or lack 


thereof. This game is a hardware hog, 
and may be the first game that really 
needs a Pentium machine with PCI or 
Local Bus graphics in order to run at 
full detail. I have run it on a 486-33 
with fast DOS video and could only run 
at the lowest detail setting without a 
noticeable slowdown, and full detail on 
a 486-66 Local Bus system also showed 
signs of slowdown. The box says a 
386-20 is the lowest recommended 
machine for running the game, but I can 
only imagine how glacial the game 
would appear on that particular 
machine at even the lowest detail level. 
One interesting by-product of the slow- 
down at high detail levels is that the 
game doesn’t actually drop frames of 
animation — instead it just slows down 
the entire display, allowing you to 
retain complete 
control of your 
slower-moving 
sled. In many 
games that start 
dropping frames of 
animation (particu- 
larly flight simula- 
tors) you start to 
lose control of your 
craft due to the lag 
time in the games 
response to your 
input. Not so in 
CR. This “feature” 
actually ends up 
benefitting the 
beginning player 
who is just learning 
the courses and the 
strategies involved in order to consis- 
tently winning races (something I’ve 
yet to do, consistently at least). 

If you are running CR at the right 
detail level there is quite a bit of speed 
— this is one fast game, requiring quick 
reflexes and good timing. Flight simu- 
lation pros will probably feel right at 
home in the cockpit, whereas those of 
us who are "simulationally challenged" 
will struggle from the outset. 
Conventional flight simulation moves 
are useless in this game, but those who 
are used to switching views and 
weapons while flying at high speed will 
have no trouble. 

To sum this up, CyberRace is one of 
the finest action games of the year, pro- 
vided you have the horsepower to run 
it. Even at its lowest detail setting the 
graphics are stunning, the sound is 
impressive, and the action is fast and 
furious. If you find yourself reacting 
negatively to the gameplay at the out- 
set, stick with it and you may find, like 
myself, that there is a spectacular game 
lurking behind the pretty face.Q 
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Damon Slye 


Published by 
Dynamix 


Systems 


IBM PC 386DX or bet- 
ter recommended 


Requirements 

1 MB RAM, 600k 
bytes of low memory, 
DOS 5.0 or higher, 
VGA video card, 8 
MB Hard Disk space 


Graphics 
256 color VGA 


Supports 

Mouse, Joystick, 
Thrustmaster WCS 
and FCS, NTBK 
Gameport, Flightstick 
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Sound Support 
Adlib and 
Soundblaster 
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MT32, Pro 
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Aces Over Europe 


by Alan Fusco 


simulator world LucasFilm was 

King.I still remember opening 
Battlehawks and being awed by the 
manual, graphics and subject matter. 
Until Aces of the Pacific (AOTP) was 
released, Secret Weapons of the 
Luftwaffe (SWOTL) was the best World 
War II flight simulator in, existence. 
Dynamix upped-the-ante so to speak, so 
much so that LucasFilm appears to have 
bowed out of the WWII flight simulator 
market. Even so, if you wanted a 
European theater flight simulation, 
SWOTL or Their Finest Hour: Battle 
of Britain (BOB) were your only choices 
— until now. After a very long wait, 
Dynamix has finally released a remark- 
ably bug-free Aces Over Europe(AOE) 
(companies can actually learn from past 
mistakes!). So, how does it stack up? 

First let me say that I was privy to a 
preview copy of the program in August. 
From my experience with that copy I was 
not expecting much from AOE. Yes, I 
admit to being thoroughly disappointed, 
but I kept my feelings to myself (is that 
good for you?). I actually had to bite my 
tongue to keep from replying to numer- 
ous messages on America-On-Line, 
CompuServe and Internet demanding the 
release of the product. I privately cheered 
as each release date came and went. 
Maybe, just maybe Dynamix was going 
to do AOE right. I also read in amaze- 
ment preview after preview praising the 
game. Were those reviewers really look- 
ing at the same game I was? Well now 
that it's here, what are my impressions? 
In some ways I am pleasantly surprised 
and in others I am still disappointed. Not 
that AOE is a bad game, it isn't. It's just 
not that much of an improvement over 
either SWOTL or AOTP. In fact, if you 
have played AOTP, I can predict your 
first response. “What took so long? It 
looks like AOTP in Europe.” 
Unfortunately, I cannot answer that ques- 
tion (Dynamix: what took so long?). 


n the non-arcade World War II flight 


Post-Partum Reaction 

First, let me vent my frustrations and 
disappointments with the game. The 
major disappointments are the time frame 
of the game and the lack of planes. AOE 
is restricted to campaigns and missions 
during 1944-1945. One of the things I 
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really enjoyed about AOTP was starting 
a campaign at the beginning of the war 
and trying to make it through to the end 
of the war. I eagerly looked forward to 
each new plane type that was introduced. 
was looking forward to starting a 
European career in the same manner - 
fighting from the Battle of Britain 
through to the end of the war. You can’t 
do this in AOE. I was also very disap- 
pointed in the number of planes available. 
Of the 16 different planes (compared to 
28 in AOTP without the add-in disk), 9 
are simply model variations (e.g., 3 vari- 
ations of the Focke-Wulf 190, 2 of the Bf 
09, 2 Spitfires and 2 Mosquitos). The 
AF was at least blessed with planes that 
haven’t been modeled before: the 
Typhoon, Tempest, and 2 Mosquito and 
Spitfire models. While an early Spitfire 
was modeled in BOB, the two variations 
included in AOE are late models (I don't 
count the Mosquito modeled in AOE as a 
flight simulator). You cannot fly any 
medium or heavy bombers, excepting the 
one medium bomber in the Luftwaffe 
stable, the Arado 234B. Besides, I really 
wanted to fly a Stuka! 

Minor disappointments include the 
ack of ground detail (similar to SWOTL 
and AOTP), overall graphical look (I 
really hate the greenish “cast” in the 
cockpits), and sounds. None have 
changed much from AOTP. Even though 
Dynamix has been promoting their Tall 
Res Mode, I personally cannot see that 
much difference between the normal (320 
x 200) and Tall Res (320 x 400) graphic 


modes. Maybe it's just a sign of age and 
the fact that my eyes don't work like they 
used to, but the differences are truly sub- 
tle. In Tall Res Mode, objects are a hair 
sharper and planes are a little easier to 
identify. I was expecting a more dramatic 
difference. On the plus side, there doesn't 
seem to be much of a difference in frame 
rate between the two graphic modes. You 
can even switch between them any time 
the preference screen (F10) is accessed. I 
found the frame rate to be good - on the 
order of AOTP - but this is a relative 
statement. I am sure that someone with a 
586/100 will be screaming about how 
slow it is and someone with a 386/16 will 
be saying how smooth it is. If you had no 
problems with the frame rate in AOTP 
then AOE will run fine on your machine. 

I must make one exception to my state- 
ment on the graphics. The planes are out- 
standing. I have no idea (nor do I care) 
whether the markings on the planes are 
historically accurate, but they are beauti- 
ful. Unfortunately, you have to be very 
close to see them, and when you are that 
close, your mind is usually on other more 
important matters. Fortunately a quick 
Ctrl-T or Alt-T will capture a screen shot 
to disk in LBM (Deluxe Paint) format. 
This is a nice feature and one that I use 
more than the video tape playback feature. 


Past the Letdown Reflex 

As you can probably sense, the disap- 
pointments stem mostly from the “let- 
down" due to anticipation. Since AOE 
was taking so long and tall res was so 
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Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrike" the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action's fast and furious. But 
even if you're new in town, 
you won't get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour. So strap 
yourself inside a Pod and 
come out shooting. You've 
got nothing to lose. Except 
your life. 


GEnie 


multi-player games 


SIGN UP NOW: 1. Set your modem 
for half duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
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enter XKY95116, TOWER then press 
RETURN 4. Have a major credit 
card or your checking account 
number ready. For more informa- 
tion in the U.S. or Canada, call 
1-800-638-9636. 


"Heres the fine print. GEnie multi-player games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 am, local time Mon.-Fri., all - 
day Sat. and Sun. and selected holidays. There's also an $8.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- == simuTRONICS 
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. a e 


Reader Service No. 76 


REVIEW 


talked up, most people, myself including, 
were expecting more than AOTP. With 
the initial disappointments left behind, 
AOE starts to look like a very nice game. 
My impression is that most of the pro- 
gramming efforts for AOE went into less 
visual things. For one thing the AI is 
greatly improved over AOTP. 
Dogfighting is harder, enemy planes are 
more aggressive, and wingmen seem a 
little more intelligent. 

Now I realize this is subjective, 
because someone with better reflexes 
than I will doubtless end up trashing the 
AI, but / have found it to be challenging. 
So there. Even though I went through 
several careers in AOTP and racked up a 
good number of kills, I had a hard time 
downing planes on the EXPERT level. In 
addition, the planes are modeled much 
better than those in AOTP. 

Someone else, I am sure, will write 
about how bad the flight equations are, 
but there is no denying they are improved 
over AOTP. I personally believe most 
gamers are like me and don't care 
whether every aspect of flight is modeled. 
First of all, it probably would take a 
CRAY to run such a simulation and sec- 
ond of all we would all have to undergo 
extensive flight training in order to get off 
the ground! What / want is the "feeling" 
that I am flying, not playing an arcade 
game. AOE delivers that in spades. With 
everything set to maximum reality, the 
planes are much more difficult to fly than 
in AOTP. Take-offs and landings are 
harder and you can now go into a spin! 

Stalls also seem to occur with greater 
regularity than in AOTP, and Dynamix 
has included plane shake when you are 
hit or beginning a stall (this can be mini- 
mized or turned off via batch files if 
your graphics card doesn’t work well 
with the screen shaking. Please check 
the readme file since this information is 
not in the manual). I cannot say whether 
these stalls and spins are accurately 
modeled, but they do make a great addi- 
tion to the game. My favorite plane in 
AOTP, the P-38, handles poorly on the 
European front, like it should! This 
plane was an excellent dogfighter in the 
Pacific theater, but the colder air in the 
European theater limited the plane to 
ground strike duty. If all of this sounds 
discouraging to some, rest assured that 
Dynamix has included a number of reali- 
ty settings that will allow you to tailor 
AOE to your heart’s content. The 
increase in AI and flight dynamic real- 
ism adds a very nice dimension to AOE. 

I like the emphasis on ground strikes in 
AOE, although the AI here needs 
improving. While vehicles will move, 
they take no evasive action. However, it 
is still fun running Interdiction, Close 


106 


The Mosquito EUIS Woes on anti-zbuppins verc: 
the Fomous fuin-ensined Fighter—bomber, | TEE Oe d 
the “Tsetse” because of its poner 


Support and Crossbow (attacking V2 
sites) missions, especially in the 
Mosquito with that 51mm cannon. 
WOW! The interface to the game is 
identical to AOTP. Nothing new here, 
but then the interface is elegant and 
works and I see no reason for Dynamix to 
change it. If by some chance you hated it 
in AOTP, you will hate it in AOE. One 
nice addition is a useful map view. You 
can now set a waypoint on the map and 
fly to it on autopilot, and you can get a 
very nice B&W recon photo, a la 
Microprose s B17. As in AOTP, you can 
choose to fly a career (not much of one 
since it only includes 1944-45), historic 
missions, or test your dogfighting skills 
against several aces (11 USAAF, 5 RAF 
and 8 Luffwaffe). I have included a list- 
ing of all the historic missions in AOE. 
This will give you not only an idea of the 
missions that will be flown during a cam- 
paign, but serves as a ready guide to what 
is available in AOE without going 
through dozens of menu choices. 


Fed, Burped and Updated 
Overall then, AOE is a fine game. In 


fact, I only found one annoying bug. 
When coming out of warp-drive 
(autopilot) your throttle will be set to 
60-70% even though your throttle con- 
trol is maxed out. This means you have 
to either recalibrate your throttle or 
throttle down and then up again. This 
may only be a problem with the CH 
Flightstick and is nothing more than an 
annoyance. 
When all is said and done, if you 
liked AOTP or SWOTL you will 
LOVE AOE providing that you are not 
expecting a dramatic improvement over 
the AOTP engine. The improvements 
are subtle, consisting primarily of 
improved flight modeling and AI with 
small improvements in graphics via the 
Tall Res graphics mode. I would be sur- 
prised if this game won a “simulator of 
the year" award, but it is a fine effort 
and well worth the purchase. If it was 
released within six months of AOTP it 
would have been hailed as a great 
effort. | hope that Dynamix will think 
about making an add-on that will bring 
the game back in time and add some 
medium bombers and my Stuka!Q 
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The F-14 Tomcat Simulation! 


It's all up to you! The skies are swarming with bandits. 


Only you stand between the threat and your carrier 
battle group. 


Lock on your radar and launch the Navy's advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles 


IRST 
LINE UF 
DEFENSE. 


A computer-controlled wingman responds 
to your every command. And, you'll 

interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you'll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 


To get our free catalog, call Mon.-Fri., 8:30 am - 5:00 pm EST 
or fill out the coupon and mail it to: MicroProse Software, Inc. 
180 Lakefront Drive e Dept. D10 « Hunt Valley, MD 21030-2245 


Name: 


Address: 


City: State: Zip: 


QAT. 
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rivateer is a much awaited game from Origin. 
p described as *Hans Solo before Star 
Wars", in many ways, Privateer just doesn't mea- 

sure up. In some respects, it reminds me of Starflight, but the 
awe that game inspired just doesn't occur in Privateer. I 
(Alan) well remember, outfitting my Starflight ship (the 
Enterprise of course) and heading out into the galaxy only to 
run out of precious fuel before the Ist star-system was reached. 
I distinctly remember saying, “WOW, space is VAST”. And 
who can forget first orbiting a planet and trying to decide 
where to land! Starflight had the wonder of space exploration 
at its best and a pretty good story line to boot. The Privateer 
world is considerably smaller - 4 quadrants containing 62 star 
systems with a total of only 54 bases (some space based an 
some planet based). You cannot explore any of the planets, 
only the bases. There are several basic designs used for the 
bases, and for the most part the bars, guilds, shipyards, and 
commodity areas are identical. In fact, the exact same person 
appears in all the merchant and mercenary guilds on every 
base! Maybe cloning has come of age in the Privateer world. 

Yet, for all the disappointment I initially had with Privateer, 
the game succeeds on some levels. S.W. in a recent editorial for 
this magazine essentially said to stop and smell the roses. In 
other words, enjoy what the game has to offer and don't be in 
such a hurry to finish it off. While this is good advice for any 
game, it is particularly applicable to Privateer. Once the main 
plot is started, the game is SHORT and VERY LINEAR giving 
you absolutely NO choice in how to accomplish your missions. 
If you fail a mission, forget it. Don't be in a rush to start the 
plot line (see below) but rather enjoy the world that Origin cre- 
ated. The bases are simply amazing. Take some time to watch 
the action unfold and to enjoy the graphics. People are moving 
about, cargo is being moved, spacecraft fly by the windows, 
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hovercraft land and take off, in other words enjoy the little 
touches. One last thing before starting the hints section: when 
first starting the game, if you have flight pedals installed, the 
game insists on calibrating them. The problem is that you can't 
and the game won't start until their calibrated. Simply unplug 
the flight pedals and the game should start. Then make a text 
file as follows: 

copy con: joyb.dat 

XX 

^Z 
Now you can plug back in your flight pedals with no further 
problems. 


Now for some 

serious strategy and hints. 

1) Starting off can be difficult. You can try the game plan 
given by Origin in the manual and attempt to make it to Helen 
with a cargo run. This might work. Enemy ships are randomly 
assigned at game load, so it is possible to make the run with no 
encounters, but you may have to restart several times. A sim- 
ple self-made cargo run can only earn you a few dollars at 
best, how much depends on what the bases have to offer, but 
under no circumstance will you earn enough from self-made 
cargo runs alone to make playing worthwhile. Trading iron, all 
that Hector and Achilles may have to offer, isn't even going to 
buy you that second weapon you so desperately need. 


2) I strongly recommend selling the plasteel armor (it's worth- 
less), missile launcher (another worthless and expensive piece 
of equipment) and lasers (again, worthless in battle). With the 
money buy Tungsten armor, 1 or 2 torpedo launchers (the tor- 
pedoes hit harder than missiles, fire faster, are much cheaper 

and all you give up is the missiles’ marginal locking capabili- 
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A \ brothers, born to mortals, are separated at birth, 

b N p T 7 — — chosen for the ultimate battle that will decide 
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p. ^ [ | meet, never knowing their true rela- 
fan 


é / tion — or their own dark destiny. Fated 
TL j / to duel your twin to the death, you must 


fight to stay alive and rescue lovely, innocent 
maidens from the clutches of menacing foes. 
And perhaps, become the ruler of all. 


Entera World — . 
p 


of Demons— 
and Damsels. 
If You Dare. 


So the challenge is on! An incompa- 
rable.role playing fantasy game for 
your PC, with stunning, hand 
sculpted graphics throughout, 
s,Oüumerous scripts and a thrilling 
\ plot. But be warned — with its 
\ luptuous women and intense 
action, Dragon Knight III is for 

| (mature audiences only, And 
not for the faint hearted. 


Available now at your 
nearest dealer or call 
1-800-258-MEGA. 
Or write Megatech, 
P.O. Box 11333, 
Torrance, CA 
90510. Visa, 
Mastercard, 
checks accepted. 
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Table 1: 


Quadrant 
Humboldt 


Pentonville 
Junction 


Pender's Star 
CM-N1054 
Pyrenees 


Freyja 
Prosepe 
Pallux 
Rygannon 
Xytani 
Palan 
Nexus 
KM-252 
Castor 
War 
Pestilence 
DeatFamineh 
Capello 
Crab-12 

New Caledonia 


17-AR 
Sherwood 
Telar 
Regallis 
J900 
New Constantinople 


New Castle 
44-P-1M 
NO-57 
41-GS 

New Detriot 
Raxis 


Saxtoque 
ON-N1912 
Shangri-La 
Oxford 
XXN-1927 


Aldeluan 
Wind's Variable N. 


Manchester 


Metsor 
Avriga 


Blockade Point Alpha 
TrPakh 

Sumn-Kp'ta 

Hyades 

Mah'Rahn 

Blockage Point Tango 
Lisacc 

Blockage Point Charlie 
Nitir. Nitir (agriculture) 
Ragnarok 

CMF-A 

Tingerhoff 


Perry 
Surtur 


Midgard 
Rikel 


Planets 

Achilles (mining)Hector (mining) 
Helen (agriculture) 

Rilke (refinery)Rudin (agriculture) 
Magdaline (pleasure) 

Secret Pirate Base 

Burton (agriculture) 

Spake (pleasure) 

Victoria (agriculture) 

Busque (mining) 

New Iseria (agriculture) 

Saratou (mining) 

Renus (refinery) 

Rygannon (mining) 

Bassa (refinery)Palan (agriculture) 
Macabbe (mining) 


Romulus (mining) 


Edinburgh (refinery) 
Glassow (refinery) 


Kronecker (mining) 


Edom (agriculture) 
New Constantinople 
Liverpool (refinery) 
New Reno (pleasure) 
New Detriot 
Gracchus (refinery) 
Trinsic (agriculture) 
Olympus (pleasure) 
N1912-1 (pleasure) 
Erewhon (pleasure) 
Oxford (agriculture) 
Jalson (pleasure) 
Japlin (refinery) 
Matahari (pleasure) 
Meadow (refinery) 
Ovesville (agriculture) 
Thisbury (refinery) 
Wickerton (refinery) 
Beaconsfield (refinery) 
Elysia (agriculture) 
Charon (mining) 
Lisace (mining) 


Mjonar (agriculture) 
Bodensee (agriculture) 
Munchen (refinery) 
Anapolis (refinery) 
Perry Naval Station 
Anapolis (refinery) 
Surtur (agriculture) 
Heimdel (agriculture) 
Siva (agriculture) 
Vishnu (mining) 
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ties), a complement of proton torpedoes, and meson blasters (1 
or 2 depending on finances). You now have a good chance of 
winning a pirate or retro encounter. 


3) It is suicidal to leave the Troy system at this time or to buy 
membership in the mercenaries or merchants guilds, as all of 
the assignments will require jumps to other systems. You are 
NOT equipped to make those jumps at this time, not if you 
want to continue playing. Rather, check the mission computer 
and try to line up some jobs. The key here is to get paid more 
than once for the same job! For instance there might to 2 mis- 
sions to patrol 5 nav points and one to destroy retros at nav 
point 5 (on the patrol 5 list). By taking all 3 missions you will 
be paid 3 times for making a run through 5 nav points. The 
money adds up quick, if you are wise. You should always sup- 
plement these jobs by keeping your cargo bay loaded with 
whatever the local base has to offer and selling it at a different 
base “ after" you complete your mission. Again, while cargo 
runs will not make you rich by themselves they can at least pay 
for the weapons you'll have to expend just to get through the 
your primary objective. There are also some missions (very 
few but they exist) that will pay you up front, take them and 
use the money to upgrade your ship. 


4) When you are assigned to patrol a nav point or destroy X at 
nav point Y, you MUST get close (under 1,500 m) to the nav 
to get credit for the mission. To be sure that you’ve received 
credit check your map, if the nav is still red you did not get 
close enough. Just approaching it on autopilot will never work. 


5) At an early stage in the game always keep on your mission 
list 3 missions. The only ones you need to complete before 
landing are the patrol x nav points. Later in the game, you will 
not get credit for any missions that you did not complete when 
you dock or land. I think this occurs when you change from 
the Tarsus to any other ship (at least it did for me) and it comes 
as a big surprise. You can no longer take 2 cargo missions to 2 
different systems. Once you land to deliver your cargo the 
other mission is canceled as incomplete. This is a major bug or 
oversight, and leads to a lot of frustrations. Be warned. 


6) NEVER, NEVER, NEVER, EVER fight if you are not get- 
ting paid for it. You will have to pay for missiles and torpe- 
does used as well as any damage that occurs. 


7) You should upgrade your Tarsus as follows for maximum 
survival and trading dollars: cargo expansion, afterburner, 2 
tachyon cannons (probably the best weapon for any ship con- 
sidering its punch and low energy drain), and engine upgrade 
#1. You should also attempt to upgrade to either the Hunter 
AW or B&S scanners. The color identification of foes/friend- 
lies is a life saver. Until you get the color scanner you can 
only identify your target as friend or foe (at least until it starts 
shooting at you) by activating your communications panel 
which defines your target immediately as pirate, retro, militia, 
etc... Again, stay away from the missile launchers. The torpe- 
does may lack a “lock”, but they are cheap, pack the biggest 
punch and the missile lock fails more often than it works even 
with the highest level scanners. 


8) Once upgraded, the Tarsus can leave the system, if you are 
lucky or very, very good in combat. I would suggest trading 
until you can upgrade your ship or making very short, prof- 
itable trips. If you want to leave the system join the merchants 
guild. If you are lucky there will be 2 missions to New Detroit 
offered and one to New Detroit on the Mission Computer. I 
made some 35,000 credits in one run this way. But save before 
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Designed by 
Lawrence Holland and 
Edward Kilham 


Published by 
LucasArts 


Systems 
IBM PC 


Graphics 


256 color VGA, 
MCGA 


Sound 

Sound Blaster, AdLib, 
Roland, ProAudio 
Spectrum. General 
MIDI supported. PC 
internal speaker not 
supported. 


Requirements 
386/16 minimum, 
571,000 bytes main 
RAM minimum; extra 
main RAM and 896K 
expanded memory 
recommended for 
additional features. 
Original X-Wing game 
required. 


Supports 
Joystick, mouse, key- 
board 


Players 
One player 


by Lee Johnson 


ebel pilots, listen up! The 
Empire is pressing us hard, but 
we have a new weapon at our 


disposal: The B-Wing heavy assault 
starfighter. Once you see one of these 
ships in action, you'll know why 
Imperial frigate captains aren’t sleeping 
as well as they used to. 


Tour Director’s Delight 
B-Wing is the second Tour of Duty 
disk for LucasArts’ successful X-Wing 
space combat simulator, adding a new 
tour of 20 missions to the existing mission 
set. These missions take place after the 


events in the Imperial Pursuit Tour of 


Duty disk; however, Imperial Pursuit is 
not required to play the B-Wing missions. 
Of course, the best part about B-Wing 
is that it provides a brand new starfighter 
for you to fly. Readers may recognize 
the B-Wing from its appearance in 
Return of the Jedi: a strange craft like a 
pair of crossed knife blades, with the 
cockpit mounted on a pod at one end. 
The new tour of duty recreates the B- 
Wing with 3-D fidelity, right down to 
the S-foils that fold down against the 
side of the craft for hyperspace transit. 
The B-Wing can be considered the ‘big 
brother’ of the venerable Y-Wing fight- 
er/bomber. Not only is it faster and more 
maneuverable than the Y-Wing, it has the 
best shielding of any of the starfighters, 
and a fearsome complement of weapons: 
three ion cannons, three laser cannons, 
and two proton torpedo launchers with 
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-Wing 


six torpedoes each! The cannons may be 
fired singly, or fire-linked to send triple 
blasts of energy towards their target. 
This triple-fire mode is generally the 
most effective, and makes the task of 
minesweeping somewhat easier than it is 
in, say, a Y-Wing. 

This power does not come without a 
price. The B-Wing's powerful shields 
and weapons place a heavy load on the 
ship's engines, limiting the craft's speed 
in combat situations. In dogfights, with 
lasers at maximum power, and shields at 
the "break even' setting, the B-Wing is 
only slightly faster than an Imperial gun- 
boat; however, with its engines at maxi- 
mum power, the B-Wing is nearly as fast 
as an X-Wing. 


Corvette Killer 
The B-Wing is primarily designed to 
kill corvettes and frigates—which is a 


good thing, because these ships appear 
in large numbers in the B-Wing tour of 
duty. A single B-Wing can destroy 
many corvettes single-handedly, but the 
Nebulon B frigate still commands 
respect. Because the B-Wing is so well- 
armored and shielded, it is easy for a 
pilot to become careless—and careless 
pilots don't last long around frigates. 
However, the pilot who keeps his wits 
about him will find that the B-Wing's 
complement of torpedoes goes a long 
way towards knocking down a frigate's 
shields—making it fair game for the 
fighter's laser cannons. 

As in X-Wing, each mission in the B- 
Wing tour of duty must be successfully 
completed before the next mission may 
be attempted. However, as in Imperial 
Pursuit, B-Wing occasionally offers a 
choice of two missions—only one of 
which need be completed to move on to 
the next mission. The alternate choice 
becomes available as a historical mis- 
sion, so that the player can see what was 
missed. The player does not always fly 
a B-Wing during the tour: The other 
starfighters make appearances as well. 

As with the other fighters, pilots may 
fly the B-Wing through the training 
maze, or hone their skills by flying his- 
torical missions. It is worth noting that 
half of the six historical missions have 
been "recycled' from X-Wing's origi- 
nal tours of duty, to provide pilots with 
a means to compare the B-Wing's per- 
formance with that of the X- and Y- 
Wing starfighters. Although these mis- 
sions are interesting as ‘what if?’ sce- 
narios, | would have preferred to see 
more new historical missions for the B- 
Wing. 


Soda Quirks 
B-Wing is solidly implemented and 
mostly bug-free; however, I did 
encounter a few quirks with it. For 
example, the B-Wing's long fin seems to 
be able to pass through solid objects 
without causing a collision. And once or 
twice the background music stopped or 
the program hanged in the middle of a 
mission, requiring me to reboot my 
machine. Although this was annoying, it 
id not occur frequently enough to be a 
major problem. 
The B-Wing tour missions lead up to 
the establishment of a new Rebel base 
on the ice planet of Hoth—the initial set- 
ting of the movie The Empire Strikes 
Back. With LucasArts hard at work on 
their Tie Fighter simulator for release in 
1994, it's probably safe to assume that 
the new game will pick up where B- 
Wing leaves off. Until then, watch for 
enemy fighters, and remember: The 
Force will be with you. Always.Q 
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In Pacific Strike, you cruise into all major battles of the Pacific 
theatre — Pearl Harbor, The Coral Sea, Midway, Guadalcanal, the 
Solomon Islands, the Marianas, Leyte Gulf, Iwo Jima and Okinawa. 
Now you can change the outcome of each battle and the entire 
war through your own successes and failures. Can you force an end 
to the war before the bomb is dropped on Hiroshima? 


© Fly the Wildcat, Corsair, Hellcat, Devastator, Dauntless, Avenger 
and Helldiver, enjoying the astounding realism of their fully 
instrumented cockpits. You'll do more than practice! 


© Hone your skills as you face relentless enemy pilots in Zeros, 
Kates, Vals, Bakas, Betties and more — so graphically detailed 
that you can even see enemy pilots and insignia. 


© Prove those skills in a stunning variety of missions — grueling 
dogfights over the Pacific, dive-bombing runs against carriers 
and warships (including the Yamato!) and challenging rocket 
attacks on pillboxes, airfields and other ground installations. 
For a great game experience, we recommend 
an Intel486" DX2 or Pentium" processor-based system. 
For literature on Intel processors, call 1-800-756-8766 


©Copyright 1993, ORIGIN Systems, Inc. Pacific Strike is a trademark of ORIGIN Systems, Inc. Origin and We 
create worlds are registered trademarks of ORIGIN Systems, Inc. Electronic Arts is o registered trademark of 
Electronic Arts. Intel, Intel486 and Pentium ore trademarks of Intel Corporation. 


Available at a software retailer near you or call 1-800-245-4525 for MC/Viso/Discover orders. * Actual screens may vary. * A Stand-Alone Game © Made in the USA 
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> A Legend F 


Marc Dultz interviews the former Dallas 


o say that I was nervous in preparation for this interview 

T is a complete understatement. Tom Landry is probably 

one of the most respected coaches ever to have led a 
professional football team, period. On a personal level this was 
an even more momentous event, since I happen to be a diehard 
Dallas Cowboys fan. As a result, I grew up with the Cowboys 
and fondly remember the glory days of players like Staubach, 
Pearson, Lilly and Hayes, to name but a few. Lastly, the inter- 
view couldn't have been better timed, since it was held four days 
prior to Coach Landry's being inducted into the Cowboys Ring 
of Honor (an auspicious event whereby the celebrity has his 
name honorably embedded into Texas Stadium). 

Considering all of the other news media anxiously attempting 
to interview Coach Landry, Strategy Plus was fortunate enough 
to have been chosen to speak with this true gentleman of the 
game. We discussed his thoughts on the computer football game 
bearing his name and his career, in general. 


Strategy Plus: We're conducting an interview with Tom 
Landry who was the legendary coach of the Dallas Cowboys. 
We appreciate him spending some time with us. The first ques- 
tion I'd like to ask Mr. Landry is what made you decide to 
endorse a computer football game and why? 


Tom Landry: Well, I’ve actually seen quite a few of ‘em out 
on the marketplace and I think probably the thing that attracted 
us most was the amount of hardware, was ‘Dallas in Dallas’, 
and we felt like that would be a good way to get into the strate- 
gy football. 


S+: Why do you feel your football game is better than the 
other games currently available? 


Tom: | think it has more strategy to it. I think that’s the impor- 
tant thing. It enables you to, uh, you know a lot of football 
games you play, after you work it a few times, you know how 
to manipulate it and make yardage very easy. I don't think you 
find that with Tom Landry Strategy. We tried to develop a 
multiple set offense with the defenses. It looks like the Dallas 
Cowboys when you start to look at it because we injected all 
the things we used in the seventies and eighties from the 
Dallas Cowboys and it I think it’s worked out well. 


S+: Have you seen the competition’s as well and how would 
you stack them up against Tom Landry Football? 


Tom: Well, having not played ‘em all but have just gotten the 
feedback of the computer game, I think ours shows a lot more 
interest to the player. They seem to enjoy the game more, they’re 
more involved, and it has more opportunities. It has such things 
as Tom Landry, for what is was worth (laugh), and that type of 
thing and I think it made it more interesting for them. 


S+: Tom, what made you decide to team up with Merit 
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Software to develop this game? 


Tom: Well, again I think it’s something I repeated on. The fact 
that they were a Dallas company and I felt like they had a good 
product. I think they spent a lot of time working on it even before 
I got into it, to add my touches to it, and for that reason I think it 
was easy to communicate with the company right from Dallas. 


S+: Do you feel computer games accurately reflect much of 
what you've experienced on the football field? 


Tom: Ours does (smile). I don’t know what others do. But we 
know that we tried to put that into the computer game. What 
we saw on the field, the situations we had, the down and dis- 
tance, and the plays that worked best in that area, and it made 
it extremely interesting to stay in with it but it’s really still 
simple enough if you’re not really an expert at playing the 
game that anybody can play it. You can make it just as compli- 
cated as you want to or just as easy as you want to. 


S+: I believe that you were one of the few coaches to wear a 
suit and tie to each game. Coach, why the formality? 


Tom: Well, when I first started coaching back with the New 
York Giants, back in the early fifties, in there, I guess I might 
have been influenced a little bit by Paul Brown with the 
Cleveland Browns. He always had a hat on, always had a suit 
on, he was always well-dressed, and I just figured, well, if it's 
good enough for him, it's good enough for me. So I started 
wearing a hat at that time, and a suit, and I think the main thing 
that I wanted to feel was that I was successful, regardless of 
what the score was. I think that if you dress it, and you look it, 
and that's what we tried to do with our football team...every 
time we went to a game they had on suits and ties. They came 
out of the hotels, they had suits and ties, because we wanted 
people to look at us and say, well now, that's a successful team. 


S+: What would you say was your most memorable moments 
in the NFL? 


Tom: Well, I think the biggest thing in the NFL is to win the 
Super Bowl. There's so many great players, Jim Brown and O.J. 
Simpson, and all of *em that never went to win a Super Bowl 
and when we won our first Super Bowl in New Orleans against 
Miami, that was probably the biggest thrill we ever had. 


S+: Would you like to return to coaching? 


Tom: No, I wouldn't. It's not that I would dislike it, but it's 
just that I was at it for so long. I played and coached almost 
every level for forty years and I thought it was time to move 
on. I'd been with the Cowboys for a long time when Clint 
Buxton became sick and lost the club and eventually died. I 
felt like it was time for me to exit also and I got a little help on 
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or All 


Sowboys Headcoach 


my exit (laugh) and so I was out of it and I was glad and I’ve 
enjoyed my time out of football. 


S+: Which game stands out most in your illustrious career? 


Tom: Well, yeah, we had some 


Time 


most each time you met? 


INTERVIEW 


Tom: Well, back in the fifties it was the Cleveland Browns. 
Every time we met it was the Cleveland Browns. They had 
the greatest team of the fifties, in my opinion, and they came 
out of the All-American 


great games in New York, before 
I came to the Cowboys. I think 
probably our World’s 
Championship game against the 
Bears where we beat then 47 to 7 
in Yankees Stadium and then, a 
couple of years later, we played 
what was considered the greatest 
game ever played, with Johnny 
Unitas in the first sudden death 
game in professional football. 
Those were great, great moments 
in history. I think, of all of the 
times, I think maybe the times of 
the fifties might have been the 
nicest time because we were all 
broke but we were a great fami- 
ly. We played that way and we 
had a lot of fun doing it. But 
when you go into the Cowboys, 
boy, we had so many great 
games. We had a quarterback 
that could produce a lot of excit- 
ing days. Oh gosh, I mean Roger 
Staubach was something else 
and we had some great teams 


Conference intact to come into 
the NFL and won right off. I 
developed the 4-3 defense in 
professional football and when 
I did, I did it mainly to try to 
stop Jim Brown, and try to 
stop the Brown offense and 
that’s what brought the 4-3 
defense into existence. 


S+: We're conducting this 
interview four days before Tom 
is to be inducted into the Dallas 
Cowboys’ Ring of Honor. What 
would you say has been your 
contribution to the Dallas 
Cowboys’ organization? 


Tom: Well, I think we all con- 
tribute a little bit to it. You 
know, there's a great team spir- 
it, football is, and I think the 
thing I probably brought the 
Cowboys was some stability, 
because we went through tough 
times. And when you go 


and a lot of fun in the seventies 

even though the first Super Bowl wasn't the highlight of all of 
it we won all of the other Super Bowls. And even though we 
didn't win against Pittsburgh that's probably one of the great 
games in the history of pro football was the game down in 
Miami where they beat us, I think, 35 to 28 or something like 
that, in there. So those are the memories you remember, but 
you remember the players. You remember the players more 
than anything else in football. 


S+: Who would say was your most valuable player during the 
time you were head coach of the Dallas Cowboys? 


Tom: Well, Roger would have to the most, Roger Staubach, 
would have to be the most. I think that probably the player 
who was probably the best player at his position was Bob 
Lilly. He was such a dominant player, you know, at the tack- 
le position that the offense had to gang up on him and it 
kinda dictated all the other defenses just because of what Bob 
could do. 


S+: Which NFL team did you find yourself preparing for the 
Strategy Plus 


through tough times you got to 
have the ability to keep your team movin' so they come out of 
those valleys that they get into and we did that a number of 
years. Even though we went twenty years of winning football 
we still had times when we had to come out of the valleys in 
order to win, to have a new season, so that's the thing that I 
think I probably contributed more than anything else. 


S+: Do you have any final comments you'd like to add about 
your game or football in general? 


Tom: I’m excited about the game. I think they did a super job 
of recovering the thing this year. It looks great and I think peo- 
ple are gonna really enjoy playing the Tom Landry Strategy 
Football. If they like being a coach, they got a chance if they 
tune in on this particular computer game. 


S+: Super. Thank You. 


One final note needs to be added. No one threw me a towel 
at the conclusion of this particular interview. Lord knows, I 
sweated off more than a down lineman to have needed it. D 
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REBOUND 


LETTERS 


If you've got some- 
thing to say - say it! 
Write to: 

Strategy Plus 

P.O. Box 5692 
Burlington, VT 05402 


Letters may be edited 
for space. 


Just a Pretty Picture? 
To the Editor: 

Two of your recent reviews have 
prompted me to write you about a trend 
in computer gaming that is starting to 
disturb me; the process of adding graph- 
ics and sound to an old game and then 
releasing it as something special with a 
high price tag. 

MicroProse has provided a clear 
example of this. Pirates Gold is not a 
new game. It is simply a dressed-up 
version of the original. In the sense of 
actually playing the game, little has 
changed since I first played it on my 
Commodore 64. If anything, the game 
is worse: ship-to-ship combat is not as 
clear as it was, and they even took the 
joy(stick) out of fencing! All the 
graphics and colors don’t add anything 
to the way the game is played, only, it 
seems, to the price. I still think 
Pirates/Pirates Gold is a good game, 
but I was disappointed with your 
review, which treated it as something 
new. I was gratified when your review 
of Railroad Tycooon Deluxe did call 
MicroProse on failing to deliver any- 
thing new in game terms. 

If you want to add sound and graphics 
in an updated release, by contrast, 
Warlords II is a perfect example of 


how to do it right. The sound and graph- 


ics were improved tremendously, but so 
was the actual game. 


Frederick W. Hurford 
Somerville, N.J 


Dear Fred, 

We understand that in both 
cases, some small changes 
were made to actual game- 
play (some for the better, 
some for the worse, as 
you indicate); never- 
theless, we agree 
that things should 
always be 
revealed for 
what they 
are. 
People 
new 


This categor 


4 Interactive Movie! 


to classic games, who 've never played 
them before, won't mind such repackag- 
ings, but veterans of the original designs 
certainly need to know just what to 
expect when purchasing such a repack- 


what you can spend? 


G. Freibourter 
Norman, OK 


aging. Many would consider paying the 
extra price worth it for having the same 
old game available on their current 


Dear George, 

We do indeed plan / 
to continue our 7 
hardware, but as you say, the reader hardware cover- 
must be informed as to what they re get- 
ting in order to be able to make such a 
choice themselves. Ed. 


age, including 
further 

analysis 
of input 


Conflicting Interests 
Dear Mag, 

I hope you'll be providing further 
hardware coverage soon; with all the 
expanding options for sound cards, 
hard drive and SCSI I/II interfaces, 
VLB vs. PCI buses, etc., it's get- 
ting pretty confusing figuring 
out how to put together a com- 
puter system whose compo- 
nents will work together 
agreeably on most new 


titles. I’m particular- 

y interested in 7 
knowing how to / 
handle General v 
MIDI: what P 
are the 


options, 
ased 


ACCESS 
Brings You 
aVirtual World 


What Reviewers are Saying : 


“Lots of games claim to be pushing the 
envelope—Under a Killing Moon blows it to 
smithereens! " 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most 
elaborate graphic adventure to date. A 
ground breaking CD adventure!” 

—Joyce Worley, Electronic Games 


“Under a Killing Moon combines the best 
elements of movies and computer games and 
creates an amazing interactive experience 
that’s better than either of them . 
It literally pulls you into the screen.” 
—Denny Atkin, Entertainment Editor, 
Compute Magazine 


-creating Interactive Movie from ACCESS Software goes light 


years beyond any other pr 
takes you to the streets of post World War III San Francisco and casts you into 


uct labeled “interactive.” Under a Killing Moon 


the role of Tex Murphy, Private Investigat 
then Martian Memorandum. U. 


who first appeared in Mean Streets, 


nder a Killing Moon is a Virtual World full of 


device hardware, an area that’s 
growing by leaps and bounds 
in sophistication of technolo- 
gy (Cyberman, 
Thrustmaster’s steering 
NC wheel, etc.). 
Recommendation 
right now on 
N General MIDI 
would be to 
N buy 
\ Roland 's 
inter- 
nal 


film stars 

Brian Keith, 
Margot Kidder, 
& Russell Means 
all have in 
common? 


card, the SCC-I (Sound Canvas on a 
card; the external units are the SC-155 
(with sliders for mixing) and SC-55 mk 
II, with improved built-in sample 
library, but both are much more expen- 
sive than the SCC-I and should be con- 
sidered only if you have music and com- 
position interests which go beyond game 
playing), or the RAP-10. Both are close 
in price to the options available from 
other companies, but with Roland-quali- 
ty instrument sound. At some point we 
plan to run an article (or a series, if we 
get ambitious) on what kinds of systems 
you can put together at various price 
points, with recommendations on what 
to integrate with what. Sound good? Let 
us know! - Ed. 


Don't Bring Me Down 


^S Dear Strategy Plus: 


companies making us wait 
forever for games they 
promise will beat the 
cat's whiskers off his 
face / "Marc — 

N should I call the 
ASPCA about 
this one? - 

N.— Steve], 
only to 
deliv- 


% 


\ I'm getting sick and tired of 


REBOUND 


goods that end up seeming like just 
bloated repeats of something we’ve been 
playing forever. I guess I’m thinking in 
particular of Dark Sun; I’m a massive 
SSI AD&D fan from way back, and the 
ad campaign for this one had me hoping 
I was going to find something really spe- 
cial. Lo and behold, the game arrives, 
it’s buggier ‘n hell, slower than any SSI | LETTERS 


game ever released, and, worst of all, 


seems to have even /ess gameplay than 


the older series did, despite its rudimen- 
tary graphics and sound. I was hoping 
DS would be huge, too /like your- 
self?...#@!?% — juuuust kidding!! You 
did say you were a massive fan...] — but 
no, it's probably shorter than any of 
SSI’s Gold Box games. So now what 
am I left with? The hopes that SSI will 
at least be able to fit as much play as 
they did once upon a time into a new, 
clunky engine that’s not even really state 
of the art? Talk about diminished expec- 
tations! Perhaps it’s time to take up bad- 
minton? 


Frank Breinwalt 
Butte, MT 


Dear Frank, 
If it were limited just to this one game, 
from one company, we d reply that you 


just can't be a winner every time 


through, and better luck next time. 
Unfortunately, we agree that at times it 
seems like Dark Sun is one of many suf- 
fering from the kinds of issues you 
rather colorfully detail. Yours is one of 
many letters with this kind of com- 


plaint we've received recently, how- 
b ever (see above for another twist 


on the same issue); we hope the 
w. message is getting through 
loud and clear to the 
industry. - Ed. 


S 


i fiA 
A: They all star in ACCESS Software’s 
new CD thriller Under a Killing Moon! 
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Storms of Thunder, 
Masters of Thrust 


Marc Dultz Reviews the 
ThrustMaster Cockpit and 
ThunderSeat Pro Chair. . . 


around nearly as long as the first flight simulators. 

Several are quite intricate in design, making use of the 
latest in hydraulics, flight equipment and yes, even employing 
banks of monitors to better foster peripheral vision and/or Heads- 
Up displays. Some are not quite so elaborate, preferring to stress 
simplicity and cost of design over a ‘break-the-bank’ philosophy. 
The prototype of the new ThrustMaster Cockpit (TMC), the 
ThuderSeat Rapidly Reconfigurable Cockpit (RRC) and 
ThunderSeat Pro Virtual Reality Chair lie somewhere in 
between. 


H: brewed variants of computer cockpits have been 


Now Arriving at Gate #1 
Don’t expect to see any rocket assisted ejection seats, powered 
canopies, or tricycle landing gear within the TMC. ThrustMaster 
quite understandably realized that only so much could be incor- 
porated into the cockpit’s commercial design based mainly on 
end-user costs, so avionics and weapons packages along with 
some exotic add-ons were but wishful thinking when they went 
about creating the TMC. /Ed note: 


external shell which further ‘reinforces’ the illusion of flight the 
TMC provides. Other add-ons include Cordura nylon cushioning 
for the chair’s back, headrest and seat (recommended), shoulder 
harness and seat belts (necessary for the motion base module), 
and an entry/exit ladder (definitely necessary for the external 
shell module). A costly hydraulic motion board is also optionally 
available to the armchair pilot for the flight through the superson- 
ic ‘simulation’ barrier. 


Temporarily Stuck in a Holding Pattern 

Timewise it took a singular crewman the better part of an 
afternoon to put the ‘basic’ beast together. The TMC ships in 
several cartons and takes a few moments to be laid out to inspect 
the inventory. The actual assembly instructions for the frame 
comes on a 5 1/4” diskette that must be read online. Strangely, no 
option is available to dump the entire set of instructions to a 
printer. 

I found each phase of the assembly instructions for the cock- 
pit frame to be clear and concise, with diagrams provided illus- 
trating each step. Additionally, each online step of the assembly 
process could be either rolled back for review or advanced ahead 
to preview upcoming construction. As indicated in the instruc- 
tions, the only tools needed for the assembly were a #1 Phillips 
screwdriver and a rubber mallet. 

When I progressed to the section where the plexiglass instru- 
mentation panels had to be added (interestingly, not included on 
the diskette but instead included on paper in the shipping con- 
tainer), however, I found the construction sequence to be flawed. 

No mention is made at the outset that a saw is needed to cut 
holes in certain sections of the wooden frame to accommodate 
the panel's reverse mounted circuitry. As a result, I found myself 
backpeddling a bit and removed certain redundant sections of the 
frame to mount the more important plexiglass panels. Further 
complications arose when the individual circuit boards needed to 
be linked via a serial cable to the main board just under the dash- 
board. The right panel's connection ended up several inches short 
resulting in exposed wiring by the right leg's aperture. 

Upon completion, the prototype cockpit was needlessly diffi- 
cult to enter, a pilot having to step over the side mount panels to 
take one's place behind the controls. 


given Canon s use of Eye-Controlled 
Focus in their new A2E SLR, surpris- 
ing more of this kind of technology 
hasn't been included in such a device 
as the TMC! For shame!] 

The TMC's design, interestingly 
enough, is based upon the cramped 
1970's era F-4 fighter as opposed to 
the more modern jets available in the 
NATO inventory. As a result, space 
constraints are readily apparent, espe- 
cially when compared with the roomi- 
er F-15, F-16, or F/A-18 jets currently 
flying. This was an intentional deci- 
sion by Thrustmaster to instill upon 
would-be pilots the apparent rigors 
pressed upon Viet Nam era jet jocks. 

The overall TMC construction 
materials for the basic cockpit unit are 
medium density fiber board for the 
cockpit frame and chair. All of the 
additional features for the TMC are 
considered optional and run the gamut from seatpads to the exter- 
nal shell. The optional switch kit and controller is composed of a 
heavy plexiglass material and contains sixty-four (count ‘em) 
heavy duty buttons and switches which make up the cockpit’s 
instrumentation array. Also available is a heavy duty plastic 
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The ThrustMaster Cock 


Several alternative designs could have 
facilitated cockpit access. The chair 
could have been built on a sliding 
metal rail, much like the typical seat in 
a car; or better yet, some form of 
hinged portal could have been made 
available on the interfaceless upper 
right side panel. As a result of the pre- 
sent design, however, I was forced to 
use some form of step-up device to 
wedge myself into the cockpit. A lad- 
der, as mentioned earlier, is available 
but is a little pricey. 

Space is made available for 
ThrustMaster Rudder Pedals inside 
the main housing assembly if one 
chooses to utilize them. The dashboard 
features a cut-away region which 
allows for the viewing of most stan- 
dard sized monitors (the monitor actu- 
ally sits atop the main housing). While 
two build ups are provided to accom- 
modate both the HOTAS and joystick, I found no means of 
attaching them to the cockpit frame as mentioned in the instruc- 
tions. 

Computers housed in the standard-fare desktop case will have 
no problems being slid underneath the monitor. However, com- 
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DRAGON, 


^* ‘interstel’ 


HARDWARE 


If you've got the 
bucks for this kind of 
flight sim authentica 
you can get more info 
by contacting: 


ThunderSeat 
Technologies 
6330 Arizona Circle 
Los Angeles, CA 
90045 

(800) 8-THUNDER 
(1-800-884-8633) 
fax (310) 410-0022. 


and 


ThrustMaster 
10150 SW 
Nimbus Ave. 
Portland, Oregon 
97223-4337 
(503) 639 3200 


puters making use of mini tower or full tower configurations may 
have to be shelved next to the TMC due to their oversized foot- 
print. The topmost portion of the main housing assembly is sim- 
ply not wide enough to accommodate most tower designs. 

Lastly, there is no way to adjust the pilot’s seat as it remains in 
a fixed forty-five degree back-tilted position. Computerized jet 
jockeys may or may not find this acceptable depending upon 
one’s size, girth and comfort level. I, for one, found the cockpit 
very difficult to enter and exit, mainly because of the chair’s 
design failings. A quick call to Thrustmaster indicated that the 
chair’s design was indeed only a prototypical model. Further 
refinements would indeed accommodate /there 's that word 
again!] three back-tilt settings and possible a more user-friendly 
entry system. 


Cleared For Takeoff 

Aside from the design failings involved with the prototype, the 
cockpit performed well. Five of the six panels had some type of 
integrated circuitry that enabled certain various on-board func- 
tions. Each panel was clearly and logi- 


their product line. 


Interestingly, the TPVRC was originally developed for mili- 


tary air combat simulators. The chair itself maintains a futuristic 
design and is made of a heavy duty black polyethylene plastic, 

itting atop a black Melamine base. Marine grade vinyl seat and 
back cushioning are also provided which can be easily removed 


or reaffixed with metal snaps. Attached inside of the base is, 
according to ThunderSeat, “a special subwoofer type of sonic 


transducer that generates omni-d 


irectional low frequency sound 


that rumbles throughout the air chamber inside”. What that 


means, in simple english, is that 


the chair itself becomes a res- 


onating speaker. Not only does one hear the sound, but feel it as 


well. Essentially, the diaphragm 
in the compression of the air wit 

Speaker wire, enclosed with t 
basic stereo amplifier in order to 
coupled with a pair of speakers, 
the very least. The chair's rumb 


of the speaker expands resulting 
hin the chair. 

e chair, needs to be attached to a 
power up the TPVRC. When 
the experience is captivating, at 
e heightened the sensations of 


each of the tested simulator's we tried. Prop driven aircraft in 
Aces of the Pacific came roared to life 


cally labeled, and those areas that actu- 
ally performed some function during 
gameplay were provided with on/off 
buttons or switches. Unfortunately, no 
acknowledgement lights (i.e. flaps up, 
flaps down) were utilized, especially 
important for specific in-flight func- 
tions pertaining to the flaps, landing 
gear, and speed brakes. 

I thought the IFF transponder button 
was located too far back to be of much 
use especially considering the amount 
of space available further up the panel. 
I also thought the wingman/squadron 
command buttons were set too closely 
together making each buttons identifi- 
cation that much more difficult. 


Pilots, Man Your Wallets! 
Essentially, the TMC is a poor (?) 
man's stab at adding a sense of virtual 
reality to the average flight simulator. 
Price? Oh yes. The entire TMC pack- 
age weighs in stratospherically at a lofty $2600 (S.R.P.) without 
the hydraulic motion board (price still as yet to be determined). 
I'd venture to guess that the TMC’s price leaves it all but unaf- 

fordable to most flight simulator fanatics. /OTOH, the 50mm 
f1.0L lens for the Canon A2E is list $2,199, so depends on yer 
priorities. Why am I mentioning this?! Oh well, back to the 
Hospital...] Ostensibly, only the most die-hard of computer pilots 
are ThrustMaster's target audience, since I doubt most can 
come up with that type of funding for a pur ame related 
peripheral. /Think, though, of how much Americans spend each 
year on lawn care...] Still, P ve seen and heard oddities that 
would make the best of us do cartwheels. l'm sure ThrustMaster 
knows what they're flying up against. 

For now, most of us may have to resort to sticking the worn 
Top Gun tape into the VCR and dream of more affordable 
things still to come. /Either that, or cut back on the lawn care...] 


Arriving at Gate #2 

While the folks at Thrustmaster have been around for some 
time now, gamers may not be as familiar with the newbies 
taxiing onto the computer runway, ThunderSeat Technologies. 
While their initial product, the Thunderseat Pro Virtual 
Reality Chair (TPVRC), can not be directly compared to the 
TMC, it does serves as a starting point from which to base 
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ThunderSeat Virtual Reality Chair 


as did the helicopter in Comanche: 
Maximum Overkill. In actuality, 
there was something to be said for the 
simple design. 

The TPVRC is widely compatible 
with all PC sound cards as well as 
other sound sources, such as the Sega 
and SNES systems, VCRs, CD and 
Laser Disc players. 

Also available to complement the 
TPVRC are a pair of heavy duty 
pressed board side consoles, perfect 
platforms to place one's joystick or 
HOTAS weapons array. While not 
mandatory to the functionality of 
the chair, they do play up the the 
overall experience. Listed below are 
the components currently available 
direct from ThunderSeat 
Technologies. 

I should make mention that I 
encountered two minor shortcom- 
ings with the TPVRC. Firstly, to 
mount the speaker, one must drill holes underneath the bot- 
tom of the seat. It would have been just as easy if the 
TPVRC had pre-drilled holes to accommodate the screws. 
Secondly, I found the wrap-around walls of the chair slightly 
restrictive especially in lieu of the fact that I am of moderate 
build. Stockier individuals may find the TPVRC less user- 
friendly especially when one considers that the walls can not 
be adjusted. Such is the life of a wannabe pilot. 


It's a Car, it's a Plane, it's... 

..the Rapidly Reconfigurable Cockpit (RRC). Modeled 
after the cockpit of an F/A-18 Hornet the RRC will contain a 
center mounted joystick which differs with the side mount of an 
F-16 Falcon. While the RRC is still well within the conceptual 
stages the unique capabilities of the RRC enable it to be modi- 
fied or morphed onto other simulation platforms. For instance, 
the modular design will allow it to be reconfigured into an Indy 
car cockpit or an M-1 commander's cupola. Several add-on 
a ories such as steering wheels, gear boxes and rudder pedals 
will enable the RRC to adapt itself readily and easily. With an 
S.R.P. targeted at less than $1000, the RRC may be an-almost 
affordable method of sampling Virtual Reality in the not too dis- 
tant future. 

Good luck and steer clear of those ‘virtual’ cloudbanks!Q. 
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"The designers of this simulation have done their homework and have 
provided anyone who fancies railroads with a chance to make their dreams 
come true." Model Railroader 


"...clearly one of the best simulations of any type - indeed, one of the best 
games in general - to appear in a very long time." PC Strategy Guide 


"here's a nomination for computer game of the year... It's one product that 
is definitely right on track." Chicago Tribune 


Overall Game of the Year; "... a lifetime of gaming in one product... CGW's 
Game of the Year is rcognized because of its unique subject matter, excellent 
presentation, and exceptional game paly." Computer Gaming World 


"If not the best, Railroad Tycoon is certainly among the best computer 
games ever created..." Game Players 


"thoroughly engrossing... may well be the game of the year." Video Games 
& Computer Entertainment 


! 1 Yr 12 Issues USA L1$36 CAN. 0$39 
2 Yr 24 Issues USA OS66 CAN. 0$74 
3 Yr 36 Issues USA L$89 CAN. O$99 
1 Yr 12 Issues Foreign Air Mail (USS)U$54 


1-800-283-3542 


Name 

Address 

City State Zip 
Card # 

Exp. Date Tel. 


US & Canada: Payment must be in US funds. Vermont residents add 5% sales tax. 
Make checks payable to: Strategy Plus Inc., PO Box 21 Hancock, VT 05748. 
Allow 4-6 weeks for processing. Visa and MasterCard accepted. 


a 


FREE!! 


WHEN YOU 
SUBSCRIBE TO 


CALL 800-283-3542 
HONEST REVIEWS 

TIMELY PREVIEWS 

CUTTING EDGE DESIGN NOTES 


DETAILED GAME HINTS 
IN-DEPTH STRATEGIC ADVICE 


Strategy Plus writers are hard-core gamers who give their honest 
opinion of games they have played at length. We give you the 
previews as soon as the information on titles such as Patriot, Star 
Trek: The Next Generation, Aces Over Europe, Warlords 2, and 
Might & Magic 5 is available. Game designers Chris Crawford of 
Patton Strikes Back, Dan Bunten of Global Conquest, Bruce 
Shelley of Civilization, Mark Baldwin of Empire Deluxe, John 
Almberg of Worlds at War and many others, bring you up to date 
s the design process unfolds. They share their design decisions 
ith you, what's in the game, what might be included and what's 
been excluded. After the previews, design articles, and reviews we 
i give you detailed game hints and complete walkthroughs for 
p games such as Indiana Jones and the Fate of Atlantis, The Dagger 
] of Amon Ra, Ultima 7 Black Gate, Wizardry Crusaders of the Dark 
Savant, and Might & Magic 4: Clouds of Xeen. The Perfect 
eneral, Civilization, Railroad Tycoon, Empire Deluxe, V for 
Victory, Power Monger, Great Naval Battles and similar games, 
! get coverage with in-depth strategic advice. Computer Games 
i Strategy Plus includes previews, reviews, design articles, game 
i hints, and in-depth play advice for the newest IBM, Macintosh, 


4 Amiga, and CD-ROM based computer games. 


KIDS CORNER 


REVIEW 


Published by 


Bright Star 
Technology, Inc. and 
Coktel Vision 


Systems 

IBM PC 286-16 or 
higher, 640K (550K 
free RAM), DOS 3.1 
or higher 


Graphics 


VGA, 256 color, 
320x200 resolution 


Sound 


Internal PC speaker, 
Thunderboard, Adlib, 
Pro Audio Spectrum, 
Soundblaster, 
Soundblaster Pro or 
100% compatible 
sound cards 


Supports 
Mouse 


Players 
One 


Notes 


Hard disk require- 
ments 6 MB 


A.J.’s World of 
Discovery 


by Marc Dultz 


nny thing about kids’ computer 

games. Sometimes I think my 

daughters are enjoying their 

games more than I am with mine. Sheesh, 

the nerve of them, or maybe, just maybe, 

it's really the manufacturers fault. Yeah, 

that's the ticket. To think, gamewise, kids 

are having more fun than us bill-paying, 

car-honking adults. What's this world 
coming to anyways? 

A.J.’s World of Discovery (AJWoD) 
is a product of Bright Star Technology, 
Inc., one of the leading design teams of 
contemporary kids’ computer games. 
Bright Star, a division of Sierra On-Line, 
has demonstrated time and again a clear 
commitment to the educational develop- 
ment of children especially with 
AJWoD. Not only does AJWoD offer 
kids, ages 4 to 7, a unique perspective on 
their personal development but in so 
doing offers parents the opportunity to 
gauge their child’s progress as well. 

A.J. himself is a cute, impish type of 
character who represents the common 
glue that ties the overall software package 
together. Introduced in the opening cred- 
its, A.J. then becomes conspicuously 
absent from gameplay although his ani- 
mated cohorts lend more than a helping 
hand teaching the game’s basics. 

Essentially, the game is segmented into 
two distinct phases. The first of these is 
the Environment, which is the housing 
mechanism that introduces the child to 
A.J.’s world. The opening or Main Screen 
depicts the wondrous features of A.J.’s 
immediate world, including some ordi- 
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nary as well as extraordinary scenery. For 
instance, there’s the standard fare garden 
in the foreground and the not so standard 
fare rocketship in the background. There’s 
A.J.'s commonplace house and A.J.’s not 
so commonplace turtle-shelled pal sport- 
ing a Buck Rogers jet pack. 

Using a simple point and click inter- 
face, a child can interact with any one of 
over two dozen colorful objects. When 
activated, each object comes alive via dig- 
itized speech and impressively choreo- 
graphed animation. Some are humorous 
in nature, like the laughing tortoise or the 
slap-happy caterpillar. Others draw the 
child into either some form of learning 
game or activity path. 

Two distinct types of activities are 
available within AJWoD. The first are 
referred to as the Introductory Activities, 
and are easily accessed by clicking on 
them from the Main Screen. Three 
Introductory Activities exist that serve as 
a preliminary guide for what’s to come. 

The Clock game teaches the child con- 
cepts of time by depicting various child- 
like activities during various times of the 
day. At 3 PM the child may be in school, 
while at SAM he’s (hopefully) fast asleep. 
The Garden, captures a child’s imagina- 
tion by allowing them to plant different 
flowers then watching them grow as the 
child’s online session time progresses. 
Lastly, the Music Room allows the child 
to toggle background music on or off or 
lets them alter the music altogether by 
choosing from one of several faces. 

The second set of activities are based 


upon Discovery and Learning exercises. 
Again through a point and click approach, 
kids acquire opportunities at playing any 
one of seven different learning games. 
Ranging from writing games to puzzle 
solving, batteries of dexterity, creativity 
and strategy skills to the development of 
spatial relations, a multitude of options 
exist that will keep children educationally 
entertained indefinitely. Each game can 
have its difficulty settings adjusted, thus 
facilitating the use of the game’s built-in 
learning curves. 

In addition, some of the learning-related 
games offer what is termed a Discovery 
mode, which further enhances a child’s 
exploratory skills. For instance, in the 
Picture Maker game, children get the 
opportunity to design their own scenery, 
complete with alterable background. 

The second phase of the game is built 
around the Lesson Exercises of which 
four sample exercises are provided. These 
lessons go off on two divergent tangents, 
one targeting math skills and the other 
language skills. These exercises follow 
much the same format as the activities, 
but with a twist. The same familiar control 
icons are available but now include a 
score box, eraser and OK icons. The score 
box is a numerical evaluation reflecting 
the child’s progress through each exercise 
and is tied into the evaluation table. The 
eraser icon allows children to change their 
answers before being evaluated, while the 
OK, or thumbs up icon, allows the child to 
submit his or her answer. 

Probably the most intriguing feature of 
AJWoD is the ability of parents to call up 
a report card indicating the child’s 
progress through each level. Although 
not accessible in the sample exercises, 
parents can gain some insight on the 
progress of a child’s development through 
each level of each of the add-on lessons. 

In a nutshell, children acquire one point 
for completing a particular level within an 
exercise. They cannot duplicate success 
by constantly playing one level to run up 
their evaluation score. As a result, a maxi- 
mum total of 45 points per lesson are 
attainable due to the three levels per exer- 
cise, fifteen exercises in total. 

With AJWoD, not only do children get 
to spend hours of important developmen- 
tal time in front of a strong interactive 
learning tool but more significantly they 
spend less time away from the typical 
VCR plagued, ‘just-slide-it-in-the-slot’, 
family setting. In addition, parents have 
available a fool-proof method of monitor- 
ing their child’s learning and reasoning 
skills without the necessary schooling 
environment. Apart from the lack of 
social skills acquired through one-on-one 
relationships, A.J. and his friends did their 
homework and earned a thumbs up.Q 
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Thrustmaster FCS Pro $99 
Thrstmstr Fight Cntrl Sys$59 
Thrustmster Game Card $27 
Tmastr Rudder Cnt! Sys $99 
Tmastr Weapn Cntl Sys $94 


Acoustic Research P22 $79 
Acoustic Research P42$159 
Acoustic Resrch P570 $319 
Acoustic Resrch P622 $239 
AdLib Sound Card $34 


Adlib Gold Sound Card $99 Video Blaster $349 
Adv Gravis Ultrasound $129 Virtual Pilot $61 
CH Weapons Cntrl Sys $44 Voice Blaster $52 


Command Control Pad $17 


Fighter Stick $79 
Flight Stick $36 
Flight Stick Pro $57 


Game Card 3 Automatic $28 
Labtec CS-150 Spkers $17 
Labtec CS-550 Spkers $24 
Labtec CS-700 Spkers $28 
Maxx Cobra Flightstick $54 
Maxx Control Yoke $54 
Maxx Rudder Pedal FLT $38 
Pilot Control Stand $22 
Pro Audio 16 Basic — $118 


101 Sex Postions 2 CD $44 
Adult Reference CD $24 
Advs of Brad Stallion CD$39 
Animated Fant 1 or 2 CD$34 
Busting Out CD $38 
Busty Babes CD $32 
Centerfold Squares $21 
Creme de la Creme CD $29 
Debby Does Dallas CD $38 


Pro Audio Spectrum 16$149 Deep Throat CD $42 
Pro Audio Spect Plus $129 Digital Dancing $38 
Pro Audio Studio 16 $205 Dreamgirl $32 
Reel Mag Mitmd Upgrd $399 Extreme Delight CD — $22 
Rudder Pedals Driving $39 Femme Fatale $26 


Sony SRS7 Speakers — $9 
Sony SRS9 Speakers $14 
Sound Blaster 16 ASP $214 


Snd Blaster 16 Basic $129 Insatiable CD $32 
Sound Blaster Deluxe $82 Jigsaw Pinups $19 
Snd Bist Discov CD 16 $399 Kama Sutra CD $44 


Snd Blst CD ROM Drv $299 
Snd Blstr Pwrd Spkers $24 
Snd Blster Pro Deluxe $124 
Snd Blstr Voice Assist $54 
Snd Glaxy BX2 WSpkrs $65 
Snd Galaxy NX2 Wspkr $79 
Sound Galaxy NXPRO $109 
Snd Galaxy NXPRO 16$499 
Snd Glxy NXP16wSCSI$139 
Sd Glxy NXP Mitmd Kit $399 
Sound Machine $94 


Penthouse Jigsaw PG $21 


The Devil Mis Jones CD $34 
The Sexiest Women CD $22 


‘THRUSTMASTER'S FORMULA T1' is the most realistic 
control for all of today's driving simulators. Features fully 
functional steering wheel, brake and gas pedals and turbo 
boost gauge used in supporting games. $129 


‘DREAM GIRL’ Do you have what it takes to be with two of 
the most beautiful models around? Now you can find out! 
This multimedia game features hit songs, sound effects and 
amazing graphics. (Adult Version also available) $32 


Strip Poker 3 $29 Hired Guns $32 
Strip Poker Professional $34 Hook $32 
Strip Pker 3 Disk 1-6 ea $16 Inca $34 
Strip Pker Pro Dsk1-6 ea$16 Inca 2 $42 


Indy Jnes 4 Fate Atlantis$36 
Innocent Until Caught $36 


Wick Q-Tme Movie CD $42 Isle of the Dead $38 
Wmen Who Love Mn CD$26 Jack the Ripper $39 
Women of Venus CD $27 Jagged Alliance $48 

Jonny Quest $26 


King's Quest 5 VGA $36 
King's Quest 6 VGA $42 


King's Ransom $38 
Adv Willie Beamish $19 Kronolog: Nazi Paradox $42 
Alone in the Dark $33 Laura Bow 2 $39 
Alone in the Dark 2 $36 Leather Goddesses 2 $39 
Altered Destiny $29 Legend of Kyrandia $32 
Amazon $19 Leisure Suit Larry 1 VGA$19 
Animation Classics $39 Leisure Suit Larry 5 $24 
Award Bundle $46 Leisure Suit Larry 6 $42 
Beverly Hillbillies $19 Loom $19 
Bioforge $52 Lost Files Sherl Holmes $26 
Bloodnet $42 Merchant Prince $39 
Blue Force: Next of Kin $39 Metal Mutant $32 
Cstle Wolfst-Spear Dest $32 Mixed-Up Mother Goose$29 
Companion of Xanth $34 Out of this World $36 


Secret of 7th Labyrinth. $42 
Shadow Caster $45 
Shadowgate WIN $34 
Simon the Sorcerer $32 
Space Quest 1 VGA $16 
Space Quest4 VGA $24 
Space Quest 5 VGA $36 


Spelicasting 101 $19 
Spellcasting 201 $36 
Spellcast 301 Sprng Brk $34 
Star Reach $36 


Star Trek 25th Anniv — $35 
Star Trek: Judge Rites $38 


Starship $38 
Stellar $21 
System Shock $54 
Teen Mutant Ninja Tut $25 
Terminator 2029 $37 


Term 2029 Oper Scour $19 
Terminator Rampage $38 
Terror of the Deep $36 
The Dig $45 
Under a Killing Moon — $43 
Where Spce Carmen Dlx$44 
Where Time Carmen $32 
Where USA Carmen Dlx $45 


game 


the industry. 


'AD LIB', the music 
synthesizer card 
f that made the PC 
industry 
stand up and listen, 
isheretomake your 
favorite action, ad- 
venture, role play- 
ing, arcade and 
simulation games 
come alive with 
sound. Features 11 
different FM synthe- 
Sizedvoicesandthe 
greatest level of 
software support in 
$34 


‘MAN ENOUGH’ 
Five women and 
you, They want it 
all. But its not go- 
ing to be easy. An 
interactive social 
adventure,Man 
Enough features 
almost an hour of 
live-action video, 
stimulating dia- 


logue, 
comes to 


which 
life 


through digitized 
speech and 320 
x400 enhanced 
VGA graphics $45 


Galactic Conqueror $31 
Galactic Empire $27 
Geekwad Gmes Glxy CD$21 
Gobliiins VGA $18 
Gobliiins 3 $29 
Guy Spy $24 
Highway Patrol 2 $29 
Incred Machine VGA — $27 
Incredible Machine 2 — $27 
Incredible Toons $29 
Infestation $19 
Innocent $38 
Metal & Lace $29 
Night Breed $26 
Pick'n Pile $19 
Silverball $29 
Simpsons: Arcade Game$31 
Space Ace $32 
Space Ace 2 $34 
Street Fighter 2 $39 
Swamp Gas WIN $38 
Take-A-Break Pinball — $28 


Teenage MNT Man Miss $31 
Teen Mut N Turtles Adv $32 
Teen Mutant Ninja Turtle $25 


Femme Fatal Dsk 1-6 ea$18 
Girlfriend Suzie Or Teri $36 
Hidden Obsessions CD $38 


Legends of Pon2CD $29 
Lovely Ladies Il CD $39 
Metal & Lace NR13 $29 
Mystic of Orient CD $29 
Nightwatch Interact CD $36 
Paradise Club CD $46 


Penthouse Jigsaw XXX $24 
Physical TherapyCD $19 
Plyboy Electronic Datbk $42 
Southern Beauties CD $26 


Dark Seed $19 
Day of the Tentacle $34 
Dracula $34 
Dragon Knight 3 $49 
Dragon's Sphere $42 
Dreamweb $36 
Elf $24 
Epic $32 
Eric the Unready $21 
Flashback $32 
Fourplay WIN $19 
Frd Phrkas Front Pharm $38 
Gabriel Knight $36 
Gateway $32 
Gateway 2:Homeworld $34 
Hand of Fate $34 
Heimdall $17 


Police Quest 1 VGA $19 
Police Quest 3 VGA $36 


Police Quest 4 $42 
Prince of Persia $25 
Prince of Persia 2 $39 
Quest for Glory 1 $18 
Return of the Phantom $34 
Return to Zork $40 


Rex Neb Master Ed $32 
Rex Neb Cos Gen Ben $36 
Riftwar Legacy VGA $37 
Ringworld $35 
Robocop 3 $32 
Sam & Max Hit Road $38 
Screen Antics WIN $19 
Secret Monkey Island 2 $21 
Secret Monkey IsleVGA $25 


Where Wrid CarmenDIx $52 


Yserbius 


500 CC Race Bike 


$36 


$29 


Aliens Ate My Babysitter $19 
Aracnaphobia W Sound $19 
Brt Simpson's Hse Weird$31 


Cogito Windows 


$34 


Drag L Esc Singe's Cast $34 


Dragon's Lair 
Dragon's Lair 2 or 3 
Eagle's Rider 

Eight Ball Deluxe 
Fire & Forget 


$22 
$34 
$29 
$38 
$24 


The Incr Machine 2 WIN $30 


The Tinies $29 
Titan $29 
Titus Fox $25 
Tristan Pinball $19 
Volfied $24 
Wild Streets $24 


ADD Collector's Ed2 $46 
ADD Starter Kit $35 
Air Combat Classics $42 
Capstone CD Game Col $45 
Combat Classics $24 
Dynamix Bundle 1 $39 
Eye of the Beholder Col $52 


INVASION 


MULTIMEDIA ARCADE FOR WINDOWS 
-3DI PRODUCTIONS INL.» Qn 


Eye Beholder Trilogy CD$52 
Ficn 3.0 W Tmaster FCS$99 


Game Pak 1 $19 
Gateway Collection 1&2 $32 
Land Sea Air 2 $29 


Lst Treas Infocom or CD$39 
Lst Tres Infcom 2 or CD $29 
Lucas Classic Advs $36 
Max Pac $19 
Max Overkill W Disk $45 
Megafortress Mega-Pak $38 
Perfect General Trilogy $34 
Quarterdeck Game Bund$62 
Scrt Weap Luftwaffe CD $42 
Spce Quest Bundle 1-4 $42 
Spellcasting Bundle $34 
Spellcasting Bundle CD $32 
Tsk Frce '42/Red Storm $35 


The Victory Pack $45 
Ultima Trilogy $39 
Ultima Trilogy 2 $48 
Wing Com 1 Dix or CD. $48 
Wizardry Trilogy $32 
Wizardry Trilogy 2. $32 
7th Guest $48 


7th Guest 2:11th Hour $65 
7th Gst OEM Jewl Case $35 
Advs of Willie Beamish $39 
Aegis: Guardian of Fleet$54 


Alone in the Dark $48 
Arctic Baron $29 
B17 Flying Fortrs w SS2$37 
Backroad Racers $43 


Barn Bear Goes to Schl $23 
Barn Bear Goes to Spce$23 
Battle Chess WIN&DOS $19 
Bloodnet $45 
Blue Force: Next of Kin $39 
Buzz Aldrin Rce Space $59 


‘THE C.H.A.O.S. 
CONTINUUM’ is a 
fully interactive 
movie experience 
containing spec- 
tacular animation, 
and special effects. 
Titan Colony is be- 
ing held captive by 
a vast, orbiting 
computer. Only 
you can find a way 
to stop it. Features 
inovative image 
control & random 
events to increase 
playability. — $42 


‘EARTH INVA- 
SION’ For Win- 
dows. On patrol in 
earth orbit you hear 
the first reports of 
a giant Cyborg 
Mothership. Only a 
few thousand miles 
from the planet, it 
has launched an at- 
tack on ground de- 
fense systems. To- 
tal surprise has 
rendered the planet 
helpless. You're 
civilization's only 
hope. $24 


Campaign $35 
Castles 2 $49 
Chaos Continuum $42 


Chessmaniac 5 Bill & 1 $35 
Chessmaster 3000 $46 


Chopper Pack $37 
Conan $26 
Conq Robin Hood WIN $42 
Conspiracy $44 
Curse of Enchantia $26 
Cyber Space $38. 
Dark Seed $48 
Darksun $52 
Day of the Tentacle $45 
Dinosaurs $42 
Dracula $48 
Dracula Unleashed $49 
Dragon's Lair $39 
Dune $54 


Dune OEM Jewel Case $34 
EcoQuest Search Cetus$42 
Eric The Unready $36 
European Racers $41 
Eye of the Beholder 3 $48 
Eye Behldr 3 Jewel Cse$24 
F117&F15 SE2 Jwl Cse$28 
F15 Strike Eagle 3 $46 


FA 18 Hornet $54 
Fantasy Empires $45 
Fascination $39 


Fatty Bear's Funpack $34 
Fatty Bear's Wrld Games$44 
Fatty's Bears Bday Surp $38 


Gabriel Knight $45 
Gateway 2 $34 
Gobliiins 1 or 2 $30 


Great Naval Battles $55 
Gunship 2000 Jwl Cse $26 


Guy Spy $29 
Hard Day's Night $29 
Harrier Assault SVGA $44 
Hell Cab $49 
Hi-Tech Aircraft $43 


Hypnotic Harp $36 
Inca $39 
Inca 2 $42 


Indy Jones Fate Atlantis $42 
Interplay's 10 Yr Anthigy $49 


Iron Helix $56 
Jet Pack $46 
Jungle Book WIN $24 
Jutland $48 
King's Quest 5 WIN $41 
King's Quest 6 $45 
King's Quest 6 Upgrade $24 
King's Ransom $38 
Koshan Conspiracy $48 
Labyrinth of Time $48 
Lands of Lore $44 
Laura Bow 2 $39 
Lawn Mower Man $45 


Legend of Kyrandia $39 
Leg Kyrandia Jewel Cse$24 
Leisure Suit Larry 6 $46 


Loom $39 
Lord of the Rings $45 
Lost in Time $39 
Mad Dog Mcree $32 
Magic Death $26 


Mantis Exp Fighter $46 
Mario Teaches Typing $48 


Mario is Missing $44 
Microcosm $49 
Microsoft Golf $48 
Mosaic Magic $34 
Multimedia: Vivaldi WIN $24 
Myst $64 


NFL Coaches Club Fball $32 
Omar Sharif Bridge DLX$46 


Patrician $38 
Phantasmagoria $59 
Police Qust 4: Opn Seas$42 
Protostar $44 


Putt Putt Goes to Moon $44 
Putt Putt Joins Parade $48 
Putt Putts Funpack $34 


SAM & MAX HIT 
THE ROAD’ Animal 
police partners 
Sam and Max team 
up to solve the 
mystery of the 
missing Bigfoot, 
Bruno. Explore 
America in a comic 
book world styled 
for adults. Con- 
tains full screen 
graphics, full talkie 
introduction, over 
12 US locals, a free 
activity book & built 
in mini games. $38 


‘IRON HELIX CD’ 
You are on the run 
from a deadly de- 
fender robot with 
only your wits to 
prevent intergalac- 
tic war. Your mis- 
sion: destroy the 
doomsday weapon 
on board a derelict 
spaceship. Iron 
Helix combines 
fluid nonstop action 
with stunning photo 
realistic 3-D graph- 
ics and a dynamite 
soundtrack. $56 


Quest for Glory 1 VGA $39 


Return To Zork $48 
Retr Zork OEM Jwl Cse$32 
Ringworld $38 
Scrabble Deluxe $25 


Secret Monkey Island $39 
Shadow of the Comet $48 
S Holmes Con Det 10r2 $36 
Sherl Holmes Con Det 3 $51 


Shuttle $29 
Sim Ant/City/Earth ea $48 
Slater & Charlie $42 
Sftwre Toolwrks Refernc $79 
Space Quest 4 $37 
Spce Qust 4 Jewel Cse $16 
Spirit of Excalibur $26 


Star Trek 25 Anniversary$55 
StarTrek Nxt Generation $46 


Star Wars Chess $49 
Stellar 7 $42 
Storm Troop $54 
Stronghold $36 
System Shock $54 
Team Yankee 2 $29 
T2 Chesswars $27 
Terror of the Deep $36 
Tetris Gold $32 


The Journeyman Projct $48 
Tony La Russa BB 2 $46 


Tornado $42 
Trump Castle Collection $14 
Ultima 9 or 10 $54 


Ultima Underworld 1 & 2$59 
Under a Killing Moon $48 
Video Cube $45 
Where in World Deluxe $59 
Where Wrld is Dix OEM$24 
Who Killed Sam Rupert $21 
Wing Commander 3 $54 
Wing Command Ultima 6$57 
Wing Command Ult UW $55 
Wolf Pack $42 
World Circuit $34 


Reader Service No. 1 


‘UNDER A KILL- 
ING MOON' trans- 
ports you to the vir- 
tual world of the 
feisty detective Tex 
Murphy. New fea- 
ture allows you to 
save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level of 
detail & freedom of 
movement make 
this game visually 
& aurally stun- 
ning.$43 or CD $48 


"THE MERCHANT PRINCE' Explore the world! Can you seek 
& explore the old world and find new worlds with their own 
prospering ports of call? Find advantageous trade routes. 
Historical & random maps. Up to 4 players. Modem play.$39 


World of Xeen $42 
Wrath of the Demon $29 


Ancient Empire $25 
Auto Map $39 
AutoWorks $49 
Boom Box $19 


Castle of Dr Brain EGA $25 
Castle of Dr Brain VGA $19 
Children's Write & Publ $42 


Civil War $57 
Clock Works $19 
Cuckoo Zoo $32 
Discoveries of the Deep $37 
Dyno-Quest $36 
Eagle Eye Mysteries — $32 
Easy Street $36 
EcoQuest 2 Lst Sct Rain$34 
EcoQuest VGA $32 


Fatty Bear's Bday Surp $32 
Island Of Dr. Brain VGA $29 
Mario Teaches Typing $26 
Marvin the Moose Vol 1 $30 
Mavis Beacn Typing 35 $29 
M Beacon Typing WIN35$34 
Metrognomes Music $26 
Mozart Magic Mus Mchn$18 
Munchers Bundle $29 
Orbits:Voyage Solar Sys$39 
Pet Pan Story Paint Adv $34 
Play Room $35 
Print Shop Deluxe $49 
Print Shp DIx Bus Graph$29 
Putt Putt Goes to Moon $42 
Putt Putt Joins Parade $32 
Putt Putts Fun Pak $19 
Quarky Quaysoo Trb Sci$29 
Read Rab1:Erly Read35 $32 
Reader Rabbit 2 $37 
Reader Rabbit2 WIN — $29 


Reader Rabbit 3 $32 
Read Rab Rdy Letrs 35 $37 
Rodney's Funscreen $32 
Scooter's Magic Castle $32 
Secret Isle Dr. Quandry $38 
Slater&Charlie Camping $29 
Snapdragon $29 
Speedreader WIN $30 
Stickybear Opposites $23 
Stickybear Parts Speech$32 
Stickybear Reading $24 
Stickybear Read Comp $30 
Stickybear Read Tutor $31 
Stickybear Shapes $29 
Stickybear Spellgrabber $32 
Stickybear Spell Tutor $32 
Stdent Writing Cntr WIN $32 
Super Munchers $29 
Spr Solver: Mid Resc 35 $30 
Spr Slver: Gizm&Gadge $26 


Treasure Cove $29 
Treas Math Storm WIN $32 
Treasure Mountain $39 
TreeHouse $39 
Under Sea Adventure $39 
Video Jam $34 
Wacky Funster $18 
A-Train $16 


Advent Willie Beamish $10 
Bard's Tale 1,20r3ea $10 
Blue Force: Next of Kin $10 
Buck Rogers Countdown$10 
Castle Wolfenstein 3D $10 


Castle of Dr Brain $10 
Champions of Krynn $10 
Civilization $16 
Codename Iceman $10 
Colonel's Bequest $10 


Conquests Robin Hood $10 


FEB SPLUS 2 


C PT | | r) ex 
^r =) 
OPTS 
XIE >) 
PO Box 234 
Rochester VT 05767 
Call 800-699-4263 
Int'l 802-767-3033 
Fax 802-767-3382 
Source -10028 


Visa & MC Accepted. Checks Held 4 Weeks. 
Money Orders Treated as Cash. COD $8. 
Compatability guaranteed. Shipping charges non 
refundable. Shipping times not guaranteed. Most 
items shipped same day. Price and availability 
subject to change. 


OVERNIGHT SHIPPING IN US $4 PER ORDER. 
Mailto Canada, PR, HI, AK, APO, and FPO $4 per 
order. 4-8 day Worldwide shipping $6 per item. 
Including Kuala Lampur. 


HANDLING $2 PER SHIPMENT 


Conquests of Camelot $10 
Curse of Azure Bonds $10 
Dark Queen of Krynn $10 


Might & Magic 5 $16 
Off Bk Leis Suit Larry 2 $14 
Off Book Ultima 2nd Ed $16 


Darklands $14 Off Gd Rog Wilc Spc Ad $14 
Death Knights of Krynn $10 Off Gde King Quest 3 ed$16 
Dungeon Master $10 Off book of Police Quest$12 


Dynamix Grt War Planes$16 Pepper's Adventure Time $8 


Elvira 2 Jaws Cerberus $10 Planet's Edge $16 
Elvira Mistress Dark — $10 Police Quest 1,2 or3 ea $10 
Eye of Beholder 1or3 $10 Pool of Radiance $10 
Eye of the Beholder2 $12 Pools of Darkness $12 


Frd Pharkas Fron Pharm $8 
Gateway Savage Fron $10 


Populous 1&2 Strat Bk $16 
Power Monger Strategy $16 


Globe Conq Book w/disk$21 Powermonger $10 
Gobliiins $10 Protostar $8 
Gold Rush $10 Quest Clues 2,30r4 ea $21 
Gunship 2000 $16 Quest Clues 5 Bk Orbs $16 
Harpoon $16 Qust Clue 6 Man Swrds$16 
Heart of China $10 Quest for Glory 3or4 ea $10 
Hero's Quest $10 Quest Glory Strat Gde $19 
Immortal $10 Questbusters: Bk Clues$18 
Indi Jnes 4 Fate Atlantis $10 Railroad Tycoon $12 
King’s Quest 1-6 ea $10 Realms of Arkania $14 
Laura Bow 2 HintBook $10 Return to Zork $9 


Return to Zork Adv Gde $16 
Rex Neblr Cos Gen Ben $14 
Rise of the Dragon $10 
Savage Empire $10 
Secret Monkey Isle 10r2$10 
Secret Silver Blades — $10 
Shadow Caster $18 
Shadow Sorcerer $10 


Les Suit Larry 1,2,or3ea $10 
Leisure Suit Larry 5 $9 
Lemmings with disk — $18 
Loom $10 
Lord of the Rings V1 — $10 
Lord of the Rings V2 $6 
Lost Files Sherl Holmes $10 
LucasArts Adv Book — $16 


LucasArts Air Comb Gde$16 


Simlife Official Strategy $16 


Magic Candle 2 $10 Space Quest 1-4 ea $10 
Magic Candle 3 $10 Spellcasting 101: Off Bk$14 
Manhunter NY or SFran $10 Spellcasting 201 BK $10 
Maniac Mansion $10 Star Trek 25th Aniv $9 
Martian Dreams $13 Starflight 1or 2 ea $10 
Matrix Cubed $10 Strike Commnder Of Bk $14 
Might & Magic 1&2 — $10 ^ Summoning $16 
Might & Magic 2 $12 Tales Magic:Proph Shad$12 
Might & Magic 3 $16 Treasures Savage Front $10 


Mgt&Mag 4 Clouds Xeen$16 


Tunnels & Trolls $16 


GABRIEL 
KNIGHT: SINS OF 
THE FATHER’ 
Gabriel Knight is a 
horror writer and 
rookie private in- 
vestigator. Your 
skill, logic and and 
courage will help 
him solve a series 
of ritual voodoo 
murders. Includes 
‘Gabriel Knight" 
graphic novel and 
features 3-D high- 
resolution graph- 
ics. CD $45 


a sves 


G 
K 


ABRIEL 
NIGHT 


SINS, 


qai E 


‘STAR WARS: 
REBEL ASSAULT 
Take control of a 
Star Wars vehicle 
in challenging com- 
bat scenarios 
Hone flight & 
combat skills to de- 
fend Tatooine 
against Imperial at- 
tack, challenge the 
menacing walkers 
of planet of Hoth 
and combat the 
Empire in intense 
deep space 
battles CD $48 


Ultima 4-6 ea $10 Disciples of Steel $29 
Ultima 7 $12 Dungeon Hack $42 
Ultima 7 &Underworld Bk$16 Dungeon Master $31 
Ultima 7.5 Balnce Scales$16 Dungeon Master 2 $36 
Ultima Avatar Advs Book$16 Dusk of the Gods $16 
Ultima U Stygian Abyss $12 Elvira 2 Jaws Cerberus $29 
Ult Underworld Lab Book$12 Eternam $19 


Warriors Etern Sun H Bk$14 
Wizardry 6 Cos Forge $12 


Eye of Beholder 1 or 2 $19 
Eye of the Beholder 2 $38 


Wizardry 7 $16 Eye of the Beholder 3 $21 
Yeager Air Comb Hndbk $16 Forgotten Castle $48 
Yserbius $10 ^ Gateway Savage Front $32 
Gods $26 
Interactive Movie 1 $52 
Lands of Lore $34 
Legacy: Realm Of Terror$39 
Access Super Bundle $40 Legend $31 
Amberstar $19 Legend of Valor $39 


Arborea Journ Inn Sanct$34 
Arena: Elder Scrolls — $44 


Lord of the Rings V1 $32 
Lord of the Rings V2 $37 


Bard's Tale 3 $32 Loremaster $39 
Bard's Tale Construction $27 Lost Tribe $29 
Black Crypt $32 Lure of the Temptress $37 
Bloodstone $27 Magic Candle 1 $24 
Bloodwych $15 Magic Candle2 or3 $19 
Celtic Legends $32 Martian Dreams $37 
Challenge of 5 Realms $39 MegarTraveller.Zhodani $19 
Champions $37 MegaTraveller $24 
Champions of Kynn $19 Might & Magic 3 $36 


CHARACTER EDS $16 Mght&Mag 4 Clds Xeen $39 


Cobra Mission $39 Mght&Mag 5 D Sd Xeen $39 
Conan $16 Mines of Titan $9 
Corporation $14 Pirates $19 
Curse Azure Bonds $15 Pirates Gold $39 
Cyber Empire $16 Planet's Edge $22 
Cyber Space $39 Pool of Radiance $15 
Dark Queen of Krynn $32 Pools of Darkness $38 
Dark Sun $47 Protostar $39 
Drk Sun Grey Isle Ex Pk$34 Quest for Glory 3 $38 
Darklands $39 Quest for Glory 4 $42 
Darklands Mster Ed wbk $51 Realms of Arkania $35 
Daughter of Serpents $19 Red Crystal $34 


Death Knights of Krynn $21 
Reader Service No. 1 


Rome: Pathway Power $29 


‘AMAZON’ recap- 
tures the fun of the 
1950's drive-in 
movies. Travel to 
regions ofthe Ama- 
zon, fight 10 foot 
ants, and find em- 
eralds stolen by 
Cortez. Amazing 
cinematic effects 
such as multiple 
camera angles, 
flashbacks, pans, 
and fades. Fea- 
tures fully digitized 
voices & sound ef- 
fects $19 


PC John Neil states that | 
he the bod) 


‘JACK THE RIPPER’ A mystery 100 years in the making 
with multiple solutions that offer new challenges replay af- 
ter replay. Features a unique windowing system & sup- 
ports Ad-Lib,Soundblaster & Gravis UltraSound boards.$39 


Savage Empire $34 Aces Europe Miss 1 or 2$27 
SpelJam:Pirate Rim Spc $16 Aces Over Europe $39 
Spelicraft:Aspects Valor $38 Aces Pacific Mission — $19 
Star Saga 2 $28 Aces of the Deep $42 
Stonekeep $52 Aces of the Pacific $42 
Stronghold $36 Air Warrior SVGA $35 
Summoning $38 Armoured Fist $45 
Tales Magic:Prop Shad $16 Art of the Kill $24 
The Genies Curse $45 Assignment Miami $26 
Ultima 4 Quest of Avatar$35 Attack Pack $42 
Ultima 5 Warriors Dest $35 B17 Flying Fort Classic $19 
Ultima 5 Warriors Dest $38 Car and Driver $26 
Ultima 6 False Prophet $19 Combat Classics 2 $29 
Ultima 7 Black Gate $48 Cyber Race $42 
Ultima 7 Forge of Virtue $18 Delta V $48 
Ultima 7.5 Part 2 Silv Sd$20 Design Own Railroad $19 
Ult 7.5 Serp Isle Spc Pk $18 Elite 2 $38 
Ultima 7.5 Serpent Isle $48 Elite Plus $19 


Eye of the Storm Fit Sim$29 
F117A Stealth Fighter $42 
F15 Strike Eagle 2 Scen$17 
F15 Strke Egle 3 Ace Pk$52 
F15 Strike Eagle III $42 


Ultima 8: Pagan $48 
Ult 8: Pagan Spc Acc Pk$17 
Ultima 9: Ascension $52 
Ult Uworld 2 Labyrinth $46 
Ult Uwrld Stygian Abyss $19 


Uncharted Waters $42 F19 Stealth Fighter $18 
Unlimited Adventures — $37 F40 Pursuit Simulator $29 
Veil of Darkness $37 FA 18 Hornet $54 
Vengeance of Excalibur $16 Falcon 3.0 $46 
Waxworks $29 Falcon 3 Scent Fght Tgr$24 
Wizardry 5 ODCP $26 Falc 3 Scn3 FA 18 Horn $32 
Wizard 6 Cosmic Forge $34 Falcon 3 Scen 2 MiG 29 $32 
Wizardry 7 Crusaders $39 Falcon 4.0 $59 
Fire & Forget 2 $30 
Flat Top $48 
Fit Defend F14 Tomcat $48 
Flight Sim ToolKit $58 


ATP2.0 $29 
AT P Flight Simulator $19 
ATP Flight Sim 1.00 $29 


ATAC $30 
A10 Avenger $46 
A320 Airbus $44 
AH-64 B Longbow $54 
AH-64 Helicopter $46 


Flight of the Intruder $16 
Fly the Grand Canyon $39 
Grand Canyon Scenery $18 
Grandest Fleet $36 
Great Nav Bat Am in Atl $21 
Grt Nav Bat Sp Ships Atl$19 
Great Naval Battles $44 
Great Naval Battles 2 $39 


FEB SPLUS 3 


‘RED CRYSTAL’ 
Seek out the 7 se- 
crets of life. Can 
you forge through 
the evil that lurks 
in the depths of the 
eerie dungeons, 
the ominous castle 
towers and the sav- 
age countryside? 
Play alone or mo- 
dem it. Features 
over 50 levels, 


awesome graphics, 
random encounters 
& an auto mapping 
feature. $34 


Great Nav Bat Scen Bld $28 
Gunship 2000 Scen Disk$24 
Gunship 2000 VGA $37 


Harrier Assault $32 
Harrier Assault SVGA $48 
Indy Car Racing $39 
Jet Fighter 2.0 $39 
Jet Fighter 2.0 Mis Disk $19 
Jump Jet $39 
Jump Jet Aces Pack — $50 
Life and Death $19 
Life and Death 2 $24 
Lunar Command $26 


M1 Tank Platoon Classic$19 
M4: Sherman Tank Sim $34 
Mantis Exp Speech Pak $19 
Mantis Exp Ftr VGA $28 
Mantis Exp Ftr VGA $34 
Maximum Overkill $43 
Max Overkill Mis Disk 1 $24 
Max Overkill Mis Disk 2 $29 


Mechwarrior 2 $42 
Megafortress Miss Dsk 2$26 
MiG 29 $48 


Microsoft Flight Sim 5.0 $42 
Microsft Fight Sim 5 SF $32 
Microsft Fight Sim 5 DC $29 
Microsoft Spce Sim 1.0 $44 


Mig 29 Fulcrum $32 
New Facilities Locator $18 
Pacific Strike $52 


Pacific Strike Spch Pak $18 
Power Boat Simulator $39 
Power Politics WIN $19 
Privateer $47 
Privateer Special Op — $22 
Privateer Speech Pack $17 


Rally $34 
Rd Baron Mis Dsk Blder $18 
Red Baron VGA $36 


Red Storm Rising ODCPS18 
Rd&Trk Grnd Prix Unlim $34 
Sailing Instrctr Pk VGA $239 


‘STAR TREK: 
JUDGMENT 
RITES' Captain's 
Log stardate 
6238.4. You're be- 
ing watched. By 
whom or what is 
unknown, but 
strange events are 
happening. You're 
a long way from 
Starfleet command 
and only you can 
discover what is 
challenging your 
mind. Awesome 
graphics & original 
soundtrack. $38 


Sail Sm 3 Est or Wst Cst$32 
Sailing Simulator 3 $42 
Scenery Collect SetA $19 
Scenery Collect SetB $34 
Scen Col Calif or Gr Brit$19 
Scenery Enhance Ed $21 
Scen: Hawaii or Tahiti $16 
Sea Wolf $48 
Seal Team $42 
Secret Weap Luftwaffe $34 
Sec Weap Exp 3 He162 $21 
Secret Weap Exp P38 $21 


Shuttle $26 
Silent Service 2 $19 
Speed Racer $34 


Strike Commander $41 
Strke Comnd Spec Op1 $20 
Strike Comnd Spch Pk $16 


Strom Troop $54 
Stunt Island $37 
Sub War 2025 $42 
Syndicate $36 
Task Force Adm Pack $52 
Team Yankee 2 $24 
Test Drive 2 $30 


Test Drive 2:Collection $19 
Test Drve 2:Euro Chalnge$6 
Test Drive 3 $29 
TestDrve3: Passion $19 
Test Drive 3:Road & Car $16 


Thunderhawk $16 
Tie Fighter $48 
Tornado $48 
Tracon WIN $28 


Ultrabots Sanction Earth$39 
Voice Command F117A $18 
Voice Comnd F15SE3 $18 
W C 2 Operation 1 $22 
W C 2 Operation 2 $22 
W C 2 Speech Mod $13 
W C Secret Mission $20 
W C Sec Mis1&2 Bundle$20 
WC Secret Mis2 HD $20 


Be- qoos 


'DUSK OF THE 
GODS' Become 
ms an Einherjor, one of 


Wing Armada $54 
Wing Commander $19 
Wing Commander 2 $29 
Wing Commander 3 $52 
Wing Commander Acad $32 


Wolfpack $15 
World Circuit $35 
X-Wing $38 


X-Wing Mis Disk 10r 2 $18 
Yeager's Air Combat $21 


APBA Baseball $24 
APBA Bsbl Statmstr 2.0 $29 
APBA Bowling $14 
APBA Football $34 
APBA Hockey $32 


APBA Micro Manager $32 
ATP Tennis (Wrld Tour) $32 
Action Sports Soccer $19 
American Gladiators $21 
Baseball for Windows $46 
Dave Robinson NBA Act $44 
Front Page Football Pro $42 
GREENS $34 
Hardball 3 Collection $39 
Hardball 3 Players Disk $16 
Internat Sports Chall — $21 
Jack Nicklaus Crs1-5 ea$15 
J Nicklaus Signature Ed $27 
Joe Montana Football $31 
Joe Montana Football 2 $42 
LH Boxing Contenders $16 
LH Football Utilities $16 
LH Pro BBall 91 Tm Dsk $16 
LH Pro Bball Utilities $16 
LH Pro Basketball $36 
LH Pro Bball 74-83 Tms $16 
LH Pro Bball 8990 Tms $16 
LH Pro Bball L Leaders $16 
LH Pro Bball Utilities $16 


Odin's champions, 
& travel throughout 
the lands of Norse 
Mythology. Battling 
hostile creatures 
will be one of many 
challenges you 
must face on your 
journey. Alter 
events so the gods 
may defeat the 
minions of Loke at 
the Battle of Rag- 
norak. $16 


‘LANDS OF LORE’ 
The dark army en- 
croaches. King Ri- 
chard falls and 
Scotia beckons 
you... laughing. In 
her mad quest for 
power, Scotia has 
ravaged the King- 
dom. She seeks 
the throne yet it 
eludes her. She's 
getting desperate 
and mean. Can 
you stop her? 
Do you even dare 
to? CD$44 


Lance Haffner Baseball $36 
Lance Haffner Boxing $36 
Lance Haffner Coll BBall$36 
Lance Haffner Football $36 
Lance Haffner Hockey $36 
Links Courses:Firestone $17 
Links Courses: Bay Hill $17 
Links Courses:Pinehurst$17 
Links Courses: Dorado $17 
Links Crses:Troon North $17 
Links Pro 386 Golf $32 
Links Pro: Mauna Kea $19 
Links Pro: Pinehrst $19 
Links Pro: Banff Spr $19 
Links Pro: Belfry $19 
Links Pro: Innsbrook — $19 
Links Pro: 6 Firestone $20 
Links Pro: 7 Peb Bch $24 
ML 1950s World Series $17 
ML 1960s World Series $17 
ML 1970s World Series $17 
ML 1980s World Series $17 
ML Bsbl 4 Fantasy Mngr$25 
ML Bsbll 4 Gen Mngr $19 
ML Bsball All Teams ea $20 
ML Football 2 $39 
ML Personal Pro Golf $28 
Madden Football 2 $17 
Michael Jordan Flgt Sim $21 
ML 83-88 Bsbal Seas ea$17 
Microlgue 89 FB Seas $17 
Microlgue Bsbll 4 USTod $31 
Microlgue Bsbl 4 USTod $28 
Microleague Basketball $28 
Microleague Football $20 
Microsoft Golf WIN $48 
Mike Ditka Pwr Ftball $34 
NFL Challenge $60 
NFL Chal Premium Ed $59 
NFL Coaches Club $36 


NFL Football $19 
NFL Video Football $39 
NHL Hockey $44 


Reader Service No. 1 


‘PACIFIC STRIKE" 
is a World War II 
flight simulation 
that allows you to 
change the course 
of the war in the 
Pacific Theater. Fly 
a wide variety of 
expertly modeled 
aircraft in all the 
major theatres, in- 
cluding Pearl Har- 
bor and Midway 
Plan your own mis- 
sions and earn pro- 
motions. Features 
VGA Graphics. $52 


'MECHWARRIOR 
2' Climb into one of 
16 Battle Mechs 
and prepare to set 
your imagination 
on fire. You're 
strapped into a 
100-ton machine 
that can annihilate 
a squadron of 
F-15s in a heart- 
beat. And you're 
about to battle your 
way across the 
planetary terrain 
From ice to desert 
to urban land. $42 


Nascar Challenge $29 
PGA Tour Golf $21 
Pro Tennis Tour 2 $32 
QuarterPole $30 


Road to the Final Four $37 
Summer Challange $34 
The Games Winter Chal $29 
Tom Landry Football Dix $29 
Tny LRussa Class Stad $15 
Tny LRussa Bsb2 92 Tm$14 
Tony LRussa Baseball 2 $36 
Tny LRussa2 Bsbll Stad $18 
TnyLRussaALStad $15 
Tony LaRussa BB 1990 $15 
Tony LaRussa BB 1991 $15 
Tony LaRussa Baseball $19 
Tony LaRussa Bsball 2 $36 
Team Disk 1992 $16 
Tony LRussa Fant Mngr $15 
Tony LRussa NL Stads $15 
T LRussa Tms 1901-68 $15 
Unneces Roughness — $34 
W Gretsky Lgue Sim 2 $29 
W Gretzky Hockey 3 $36 
Weaver Baseball 2.0 — $17 
Weaver Commis Disk 2 $16 
Wilson Pro Staff Golf $23 


ATrain $34 
ATrain Construction Set$23 
ATrain W Const Set $44 
Air Force Commander $16 


Airbucks 1.2 $24 
Ambush at Sorinor $42 
Arctic Baron $29 
Armada $22 
Armada 2525 $29 
Ashes of Empire $34 
Battles of Destiny $36 
Big Business $29 


Breach 2 $24 
Breach 2 Scenario Disk $15 
Breach 3 $36 
Buzz Aldrin Race Space $38 
Caesar $36 
Campaign 2 $36 
Capitalist Pig WIN $19 
Carriers at War $24 
Carriers at War 2 $39 
Carriers War Const Kit $29 
Castles $18 
Castles 2 $36 
Chesmstr 4000 Trb WIN $36 
Civilization $44 
Civilization WIN $42 
Clash of Steel $39 
Cohort 2 $18 


Command HQ Classic $18 
Conquer for Windows $36 
Conquered Kingdoms $36 
Cong Kingdoms Scen 1 $24 
Conquest of Japan $36 
Crisis in the Kremlin $39 
Dark Star $36 
Detroit $36 
Discovery Stp Columb $34 
Dominion: 1 King's Life $41 


Dominus $39 
Dune $16 
Dune2 $34 
El Fish $34 
Empire Deluxe $36 


Empire DLX Scenario 1 $21 
Empire Deluxe WIN $35 


Railroad Tycoon $34 
Fantasy Empires $39 
Fields of Glory $34 
Final Conflict $17 
Fort Apache $24 
Gemfire $37 
Genghis Khan 2 $36 
Genghis Khan ODCP $37 
Gettysburg $29 


CHIPS 
E31 8 ES. 


PO Box 234 
Rochester VT 05767 
Call 800-699-4263 
Int'l 802-767-3033 
Fax 802-767-3382 
Source -10028 


Visa & MC Accepted. Checks Held 4 Weeks. 
Money Orders Treated as Cash. COD $8. 
Compatability guaranteed. Shipping charges non 
refundable. Shipping times not guaranteed. Most 
items shipped same day. Price and availability 


'NFLPRO LEAGUE 
FOOTBALL' hits 
you like a 240 
pound fullback with 
the goal line in 
Sight. Coach your 
favorite team. 
Choose from 198 
plays or create your 
own.Features full 
detailed, color ani- 
mation, NFL teams, 
players & stats, full 
rosters with substi- 
tutions, instant re- 
play and true mo- 
dem play. $39 


PRO LEAGUE 


'PEBBLE BEACH 
GOLF LINKS' is 
the first in a series 
of LINKS CLASSIC 
EDITION courses 
made forthe LINKS 
386 PRO with VGA 
graphics. Design- 
ers and program- 


"THE PATRICIAN’ 
isa trading game 
based in Germany. 
Become a member 
of the social elite 
and begin to trade 
your way to the top. 
But, beware, the 
road to the top is 
bumpy. Setagainst 
spectacular back- 
drops &covering 16 
towns across medi- 
eval Europe, The 
Patrician is a com- 
plex & involved 
game. $34 


'FLEET DEFEND- 
ER F14' Whether 
on routine Fleet de- 
fense duties, air to 
air combat engage- 
ments or special in- 
tercept missions, 
the F-14 Tomcat 
leads the field. 


subject to change. 


OVERNIGHT SHIPPING IN US $4 PER ORDER. 
Mailto Canada, PR, HI, AK, APO, and FPO $4 per 
order. 4-8 day Worldwide shipping $6 per item. 


Including Kuala Lampur. 


HANDLING $2 PER SHIPMENT 


Gtysbrg: Intract Bat Sim $34 
Global Domination $29 
Goblins 2 Princes Buffn $24 
Gold of the Americas — $24 
Grt Nav Battles Adm Pak$48 
HUMANS $24 
Harpoon 2 $48 
Harpoon 2 Battle Set 1 $26 
Heirs to the Throne $36 
Humans: Insult to Injury $14 
Kingdoms of France $34 
Kingdoms of Germany $34 
Koshan Conspiracy $32 


Kye Deluxe WIN $33 
L'Empereur $37 
Laser Squad $16 


Lemmings 2:The Tribes $35 
Lemmings Datadisk $19 


Lemmings ODCP $19 
Liberty or Death $37 
Lost Admiral $19 


Lost Admiral Enhanced $44 
Lost Admiral Scen Disk $23 


Lost Vikings $24 
Maelstrom $38 
Master of Orion $39 
Mega Lo Mania $31 
Merchant Colony $17 
Napoleonics $34 
New World Order $38 
Nuclear War $19 
Outpost $48 
Overlord $21 
Paladin 2 $34 
Patrician $34 
Perfect General $36 
Perfect General 2 $44 


Prfect Gen Scen 2 20th $23 
Perf Gen Scen WW2 $21 


Populous $17 
Populous 2 $28 
Populous Promise Lnds $14 
Powermonger $34 


Rags to Riches $36 
Railroad Tycoon Classic $19 
Railroad Tycoon 2 $40 


Rampart $17 
Reach for the Stars $24 
Realms $16 
Red Zone $32 
Renegade Leg Intercep $21 
Riders of Rohan $19 
Robo Sport WIN $34 


Romance 3 Kingdoms $42 
Romance 3 Kingdoms 2 $39 
Romance 3 Kingdoms 3$36 
Rules of Engagement 2 $38 
Second Conflict WIN — $34 
Seven Cities Gold2 $36 
Shadow President $39 
ShadowGate WIN $32 
Sid Meir's Civil War $58 
Siege With Exp Disk — $24 


Sim Ant $32 
Sim Ant Windows $34 
Sim City Classic $27 
SimCity Classic Win — $29 
Sim City 2000 $42 


Simcity 2000 Windows $42 
Simcty Graphic Set 10r2$23 


Simcity WIN $34 
Simearth $34 
Simearth WIN $29 
Simfarm $41 
Simhealth $29 
Simlife $39 
Simlife WIN $39 
Smokin' Gun WIN $28 
Space Hulk $36 
Spaceward Ho! $38 
Spaceward Ho! WIN $36 
Special Forces $39 
Star Control $29 
Str Cntl 2:Ur-Quan Mstrs$34 
Star Legions $24 
Strike Squad $41 


Sub Version $36 
Task Force 1942 $39 
Tegel's Mercenaries $18 
Tegel's Mercenaries 2. $44 
The Complete UMS $44 


Theatre of War $16 
Theatre of War Set 1 — $21 
Traders $15 
Unnatural Selection $38 
Utopia $29 


Vikings Fields Conquest $19 
Visions of Aftermath — $16 


Walls of Rome $39 
War in the Gulf $34 
Warlords 2 $42 
When Two Worlds War $42 
Worlds at War $19 


An AmTail Coloring BK $19 
Animat Wrkshp $29 
Batt Chess 4000 SVGA $36 
Battle Chess EGAVGA $18 
Battle Chess WIN $18 
Beat the House $29 
Casino Game Pak WIN $32 
Casino Mstr Gold WIN $43 
Checkmate $36 
Checkmate WIN $36 
ChessManiac 5 Bil& 1 $42 
Chessmaster 2000 $27 
Chessmaster 3000 $29 
Chessmaster 3000 WIN $35 


Classic 5 $32 
Classic 5 WIN $30 
Clue Master Detective $16 
Cribbage Master $29 
Dealer's Choice $19 


Doodlemation Windows $19 
Dr Floyds Desktop Toys $14 
Dr Thorp's Blackjack — $32 


mers spent more 
than a year repro- 
ducing every nu- 
ance of Pebble 
Beach. Users will 
feel like they've ac- 
tually played the 
course! $24 


Gambit $36 
Game-Maker Ver2.0 — $49 
Go Master Dix Ver 4or5 $89 
Go Mstr Dix 5 WIN 53 $79 
Go Master Jr Ver 40r 5 $19 
Go Mstr Jr Ver 5 WIN 53$19 
Go Master Tool Kit $39 
Go Mstr Tool Kit WIN 53 $79 


Go Master Ver 4 $34 
Go Master Ver 4or5 WINS39 
Go Master Ver 5 $39 


Grand Slam Bridge 2 $27 
GrandMaster Chess $19 
GrndMaster Chess Dix $37 
Home Alone 2 $26 
Hng Kng Mah Jong Pro $32 
Hoyle's Bk Gmes Class $29 
Jeopardy 25th Aniv $15 
Jeopardy Sports Edition $7 
Jeopardy, Super Talking $16 
Joseki Genius $39 
King's Table $24 
Laffer Utilities WIN $21 
Lucky’s Casino Adv $39 


Monopoly Deluxe $29 
Monopoly Deluxe WIN $29 
Origamo $39 
Pinball Dreams $29 
Pool Shark $18 
Positronic Bridge $30 
Positron Brdge CompSE $60 
Price is Right $15 
Risk $19 
Russian Six Pack $39 
Scrabble Deluxe $26 
Shanghaii 2 $29 
Solitaire Royale $19 
Solitaire WIN $28 
Solitaire's Journey WIN $38 
Solitaires Journey $34 
Star Wars Chess $38 
Super Jeopardy $19 


Take Break Crsswrd WINS24 
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Terminator Chess $34 
Terminator 2 Chess Wars$37 
Tesserae WIN $16 
Trmp Cst 2 Cas Rst Bay $16 
Trump Castle 3 $34 
Virtual Reality Studio 2 $64 


Across the Rhine $45 
Action North Atlantic — $26 
Action off River Platte $26 
Air Raid Pearl Harbour $22 
Am Civil War 1,20r3 $24 


Banzai $26 
Battle Stations $22 
Battle Tank Barbarossa $36 
Battle Tank Kursk $39 
Battle of Austerlitz $26 


Battle of Leyte Gulf $24 
Battle of the Atlantic — $36 
Battles of Napoleon $24 
Battleship Bismark $26 
Blitzkrieg Ardennes $19 
Blood & Iron $48 
Blue and the Grey $36 
Borodino Napoleon Inv $29 
Bravo Romeo Delta $29 


Campaign $32 
Campaign Mission 1 $18 
Carrier Strike $39 


Carrier Strike Exp Pak $19 
Charge of Light Brigade $18 
Decision at Gettysburg $18 
Dreadnoughts $34 
Dreadnoughts Bismark $29 
Dreadnoughts Deluxe $89 
Dreadnoughts Ironclads $29 


Drums of Glory $44 
Fall Gelb $36 
Fifth Eskadra $36 
Fleet Med $27 


Features state of 
the art 3D visuals, 
accurate flight 
modeling of all 
planes, authentic 
radar and weapons 
system, & cam- 
paigns. $48 


Gary Grigsby Pacif War $45 
Gary Grigsby's War Rus $45 
German Raider Atlantis $26 
Gettysburg:Turning Point$36 
Golan Front $36 
Grand Fleet $36 
Grey Seas, Grey Skies $36 
Halls of Montezuma $24 


High Command $45 
In Harms Way $36 
Kriegsmarine $36 
Kursk Campaign $36 
Long Lance $39 


Main Battle Tank C Germ$36 
Main Batt Tank MidEast $36 
Main Battle Tank N Germ$36 


Malta Storm $36 
Man of War $36 
Mare Nostrum $26 
Marianas Turkey Shoot $14 
Midway $26 
Moscow Campaign $36 
Northern Fleet $36 


Operation Overlord $36 
Pac Storm Midway Cpgn$36 
Pac Strm Solomn Camp $36 


Panzer Battles $24 
Patriot $23 
Patton Strikes Back $14 
Prelude to Jutland $26 
Red Sky Morning $36 
Return to Falklands $28 
Rising Sun $26 


Rd Sumter to Appomatx $45 
Rommel Bat For N Africa$24 
Rommel at El Alamein $36 


Rommel at Gazala $36 
Second Front $21 
Squad Leader $48 
Stalingrad Campaign — $36 
The Great War $39 
Third Reich $34 
To The Rhine $36 


FEB SPLUS 5 


IBM WAR GAMES 


V Vic: Gold, Juno, Sword$44 
Victory at Sea $46 
War in the Falklands $26 
Warship Changed Histry $26 
Waterloo $19 
White Death $19 
WW 2 Battles S Pacific $34 


IBM BUDGET 


007 Jas Bond Stealth Aff$12 
3 D Pinball $12 
3in 1 Players's Pack — $9 
Action Stations Scen 1 $6 


Acquire $9 
Airborne Ranger $9 
Airforce Com 2: WW2 $12 
All Star Sports Pak $9 
Allied Forces $12 


Amazing Spiderman $12 
Amrillo Slims 7 Crd Stud$12 
Artura $4 
B.A.T. $12 
Back to the Future 3 $12 
Bbal Chall '87-'90Tms ea $9 
Backgamon by Geo WIN $9 


Battle Command $12 
Blackjack $9 
Blackjack WIN $12 
Blue Max Aces Grt War $9 
Captain Blood $9 
Cardinal of the Kremlin $9 
Casino Craps $12 


Casino Lite 7 Card Stud $12 
Casino Lite TX Hold'em $12 
Castles Nrthern Camp — $7 


Chess Net WIN $9 
Chess X Colossus $9 
Command HQ $9 
Conflict $12 
Conflict: Korea $12 


“DRAGON 
FORCE’ They're 
armed, dangerous, 
and ready for ac- 
tion. They're the 
Drastic Response 
Assault Group Op- 
erations Network 
Force - an elite in- 
ternational strike 
force against terror- 
ism. Lead your 
team of top secret 
trouble shooters on 
special operations 
to the hottest spots 
world wide. $12 


“UNNATURAL 
SELECTION’ is a 
game that com- 
bines artificial life 
and animation to 
create simulation 
with plot & intrigue 
You must selec- 
tively breed & mu- 
tate artificial crea- 
tures to outwit your 
mad scientist op- 
ponent $38 
6 Free Issues of 
‘Strategy Plus’ 
with Unnatural Se- 
lection Purchase. 


‘SECOND CON- 
FLICT’ is a game 
of interstellar strat- 
egy & conquest for 
windows. Control 
all aspects of the 
economy, military, 
and civilian popula- 
tion. Allocate re- 
sources to produce 
battleships, stealth 
ships, transports 
and missiles. Fea- 
tures multiple hu- 
man & computer 
players & a sce- 
nario editor. $34 


Second 
Conflict 


The Calactic Conflict Continues, 


bout... Tile evel ‘ap isplay Modify Phases  xtms 


‘THE COMPLETE UNIVERSAL MILITARY SIMULATOR’ 


UMS, UMS Il: Nations at War , the UMS II: Planet Editor, 


American Civil War Scenarios, Desert Storm Scenarios, over 
500 pages of dox all in a 3 ring binder and slipcase. — $44 


IBM BUDGET IBM BUDGET 


Covert Action $12 
Crime City $12 
Crime Does Not Pay $12 
Dark Half $9 
Das Boot Submarine $12 
Diplomacy $12 
Dr Thorp's mini Bickjck $12 
Dr Doom's Revenge $9 
D Wng Jcks&Vid Pker 5 $12 
Dragon Force $12 
Dragon Lord $9 
Dragon Strike $12 
Dragons of Flame $9 
Electric Jigsaw $12 
F15 Strike Eagle 1 $7 
Fighting for Rome $12 
Free DC $9 
Games Master WIN $6 
Gauntlet 2 $9 
Global Effect $8 
Gunship $12 
Harmony $5 
Hearts $12 


Hole in 1 Mini Golf Delux$12 
Interact Adit Sampler CD$12 
Jack Nicklaus Clip At — $9 
J Nicklaus SE Course 1 $9 
Jeopardy 1 or 2 $9 
Jeopardy Junior $9 
John Elway Quarterback $6 
Land Sea Air Trilogy $12 
Leather Goddesses $12 


Lexicross $12 
Lightspeed $9 
Lnks Crses:Barton Creek $9 
MUDS $12 
ML Baseball All Stars $12 
Madden Football $12 
Marvel Trilogy $12 
Matrix Cubed $12 
Medieval Lords $12 
MegaFortress $12 
MegaTraveller 2 $12 


Metal & Lace Upgrade Vaxine $12 
Micro legue bsbl Sea I3 ee Video Poker Villa Crespo $9 
Millenium $6 Video Poker Win $12 
Obliterator $6 Video Poker by Masque $9 
Oligopoly $9 Warlords $12 
On Target $12 Wheel of Fortune 2 $9 
Operation Combat $12 Wver Tm & Play Stats 89 $6 
Penthouse Jigsaw XXX $12 X-Men $9 
Pictionary $12 

Pirates a must $6 

Playmaker Football ^ $12 

Power Drome $9 

Predator 2 $12 American Civil War Vol 3$24 
Punisher $9 Atomino $3 
Puzzle Gallery 1 $9 Batt Chess Enhance CD$19 
Puzzle Master $6 Black Crypt $26 
RR Tycoon W Strat Pls. $12 Bridge 7 $19 
Red Storm Rising $9 Dark Queen of Krynn $6 
Rings of Medusa $12 Das Boot Submarine $9 
Ruckus Poker $12 Dick Tracy $10 
Ruckus Roulette $12 Dreadnoughts Ironclads $12 
Savage $9 Dragon's Lair 1 or 2 $19 
Sentinel Worlds 1 $9 Fast Break $3 
Seventh Fleet $3 Go Master Dix Ver 5 $49 
Shadow Sorcerer $12 Harpoon Battle Set4 — $19 
Siege $12 Harpoon Scenario Editor$14 
Snoopy's Fun Pack $12 Heatwave $3 
Sony SRS7 Speakers $9 Heaven & Earth $19 
Sony SRS9 Speakers $14 Jck Nicklaus Crse 1-5 ea $6 
Spot $9 Leisure Suit Larry 1 $9 
Storm Across Europe $12 Lexicross $19 
Strategic Forces $9 Mean 18 Golf $3 
Street Ball $12 Menacer $3 
Taking of Beverly Hills $12 Monopoly $14 
Team Yankee $12 Night Shift $6 
Test Drive2: Supercars $12 Omar Shariff Bridge DIx $19 
Tie Break Tennis $9 Out This World COLOR $19 


Trmp Cst 2 Cas Rsrt Bay $6 
Trmp Cst 2 DD1 Lts Sits $4 


Police Quest 1 $10 
Reach for the Stars $19 


Trump Cst 2 DD2 Pker 2 $4 Risk $14 
Turn-n-Burn $12 Robo Sport $24 
Typhoon of Steel $12 Secret Monkey Isle $19 
Under Fire $12 ShadowGate $19 
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The most EXCITING 


Shanghaii 2 $19 
Shark Attack Ult Golf $6 
S Holmes Con Det 3 CD $19 
S Holmes Con Detec CDS19 
Sim Ant $19 
Simcity $29 
Simcity Terrain Editor $9 
Space Ace 2 MONO $19 
Spirit Excalibur COLOR $14 
Star Trek 25th Anniv $19 


Starflight 1 $19 
Super Tetris $19 
Treasure Trap $9 
Test Drive 2 $19 


Test Drive 2:CA Chal $6 
Test Drive 2:Muscle Cars $3 
Test Drive 2:Supercars $6 


UMS 2 $19 
Vette $19 
Where Europe Carmen $19 
Wordtris $19 
Yeager's AFT $19 
Jaguar CD System $299 
Jaguar Controller $24 
Jaguar System $249 
Alien Vs Predator $54 
Baseball $54 
Basketball $54 
Battle Zone 2000 $54 
Checkered Flag 2 $54 
Club Drive $44 
Crescent Galaxy $44 


Evolution:Dino Dudes $44 
Jaguar Form 1 Racing $54 


Kasumi Ninja $54 
NFL Football $54 
Raiden $44 
Tempest 2000 $44 


Tiny Toon Adventures $44 


BATTLES ever toi mm 


‘ARCTIC BARON’ 
Your mission is vi- 
tal: free the planet 
from perpetual win- 
ter and economic 
slavery. You com- 
manda giant steam 
Powered train, but 
as your journey un- 
folds your need for 
fresh supplies be- 
comes essential 
Featuring 3-D 
maps, exquisite 
graphics, excellent 
sound effects & 
music. $29 


‘DREADNOUGHTS' 
models the looks 
and tactics of fight- 
ing fleets during 
the great age of the 
battleship In- 
cludes 7 scenarios 
such as; Falklands 
(1914), Jutland 
(1916) and Bank 
(1915). Features 
menu interface for 
entering com- 
mands, external 3D 
view & hidden 
movement. 1 or 2 
players. $34 


FREE GAME OFFER 


Spend the specified amount 
on any in stock software and 
choose a free IBM game from 
the corresponding list below. 
Offer subject to change or 
cancellation without notice 
Valid from Jan 1st through Feb 
31st or while supplies last. 


SPEND $100 


Backgammon by George 
Blackjack 
Blackjack for Windows 
Chessnet 
Covert Action 3.5 
Dragons of Flame 5.25 
Dragon Force 5.25 
Earth Rise 5.25 
Free D.C. 5.25 
John Elway Quartrback 5.25 
MacArthur's War 5.25 
S.C. Out 
Trump Castle 2 5.25 
Video Poker Windows 
Video Poker 
Video Poker By Masque 


Acquire 3.5 
Amazon 3.5 
Breach 2 5.25 
Lost Admiral 
Magic Candle 2 5.25 
Megatraveler Zhodani 5.25 
Mercenaries 5.25 
Playmaker Football 
Rules of Engagement 5.25 
Star Legions 5.25 
Warlords 5.25 


FEB SPLUS 6 


Upgrade up to a Sound Blaster" 16, and you've got PC 
audio as real as it gets. 

Real CD-quality, 16-bit stereophonic sound. Real built-in 
upgradability. And best of all, real 100% Sound Blaster 
compatibilit 

All of which may just be why we're the 16-bit PC aud 
standard. And why those other manufacturers spend so 
much time comparing themselves to Sound Blaster. 


Sound)" 
THE 16-BIT SOUND STANDARD. 


But like the man says, Get Real. Because there's 
ly one card that's 
good asa 
Sound Blaster 16” 
And that’s a 
Sound Blaster 16. 
For information, call 
1-800-998-5227, 


REATIVE LABS, ING. 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


